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[ What did you think we were 
talking about , you little degenerate! 

Fast 








And there are lots of hot 32X games that can satisfy your urges in ways 
other games can’t. Once you get the 32X-PERIENCE, you won’t want anything else. 
(Except that, you animal!) 
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Welcome to another sparkling edition o( 
Gamefan. Inside this very special issue you will 
find our first hands on coverage of the Play 
Station and Saturn, as well as 6 pages on Killer 
Instinct. These games represent the beginning of 
a new generation in gaming. Ridge Racer and 
Motor Toon GP for the PS, and Clockwork Knight 
for the Saturn especially, show us that the jump 
from 16 to 32-bit will be much more dramatic 
than the jump from 8 to 16-bit was. So what does 
all this mean to you and me?... transition. 

The industry may be in disarray for awhile as 
developers review the situation and attempt to 
predict what you will buy. Will all this new 
hardware have an immediate impact on 16-bit 
sales? I think it already has. Every hard core 
gamer will upgrade immediately as soon as any 
of these systems come out. _ 

If they have the cash, they’ll 
have to. This stuff is just to 
good. I don’t mean to down 
play the Jag or 3D0, but hey, 
this stuff is intense! 

The new Sony, Sega, and 
Nintendo systems drawing 
near, and the fact that many 
companies have been sim- 


ifte jump from 16 to 32- 
bit will be much more dra¬ 
matic than the jump from 8 to 
16-bit was. So what does all 
this mean to you and me?... 
transition." 


ply making the wrong games, is the reason 
behind ‘94’s fledgling cartridge sales. It’s not a 
crash or anything that complex, as many news’ 
magazines (nice flow charts) would have you 
believe. We predicted this way back. 

As soon as you try to make this a mass market 
you loose a big chunk of the people who put you 
here. It’s that simple. It used to be a sure thing, 
make a great platformer, sports, adventure 
game, or RPG, and sell a respectable (or some¬ 
times astronomical) number of games. Rut 
nowadays, everyone is trying to lure the general 
public, blowing huge budgets on promotions and 
big names instead of development, and gamers 
aren’t buying it. The guy in the 501s with a great 
idea is going to make you the money, not the guy 
in the three piece suit. He wouldn’t know a good 


game if it bit him in the butt. As soon as i 
becomes all about money, it’s over. All |[ 
“Hollywood has entered the game industry” 
business does not impress us at all, and I know 
most of our readers could care less. I have never 
read a letter that says-”isn’t this Hollywood con¬ 
nection exciting!” Have you seen Hollywood? 
It’s a dump, I wouldn't let my dog go there. There 
certainly aren't any movie stars walkin’ around. 

With the advent of 32-bit gaming I think we’ll 
inevitably see the game business of old return. 
This whole thing happens when a group of peo¬ 
ple get together and make something special. 
All the licensing, star power, and hype in the 
world can’t change that simple fact. Many third 
parties have learned valuable lessons by stray¬ 
ing from the formula. Most of the developers that 
I have talked to are going 
straight into hard core 
action, sports, role playing, 
or adventure games on the 
new platforms, finally real¬ 
izing gamers are pre¬ 
dictable and easy to please. 
We tell them what you want 
right here every month. They 
just haven’t taken us seri¬ 


ously (maybe we should dress up). We don't 
make this stuff up. This magazine is a direct 
reflection of your input. GF is not a ‘trade’ maga¬ 
zine. We are very selective and pretty much do 
whatever we want, to an extent of course. We 
set out to please the reader first. Of course we 
work closely within the industry and love it to 
death. Rut we spend more time arguing than you 
might imagine. One thing is for sure, as the 
industry goes through this transition we ll be 
right there letting them know what you want, and 
what our opinions are. Whether or not they take 
our advice is up to them. I think the buzz word 
for ‘95 should change from “Interactive 
Multimedia” to “Hard Core Gaming". Let people 
interact with QVC, we want to play quality 
video games. 


DAVE HALVERSON 

jaTpuryear 

DAVID WINDING 

INTERNATIONAL EDITOR 

KEI KUBOKI 
NICK DES BARRES 
ANDREWCOCKBURN 

ASST. INTERNATIONAL EDITOR 

TAKAHIRO YAGI 

PRODUCTION DIRECTOR 

JODY SELTZER 

robertchassi 

DAVID BAILEY 
SHARLENE ALLANDE 

PRODUCTION ASST. 

MIKE “HIDOt” WAKAMATSU 

A DIGITAL IMAGING 

JOE SUTTON 

1 ART DIRECTOR 

TERRY WOLFINGER 

VP-OPERATIONS 

ANDY FELL 


ALAN POWERS 

1 MARKETING DIRECTOR 

PAUL CONKUNG 

SUBSCRIPTION MANAGER 

ELAINE SCHINGS 

( 800 ) 454-2637 

mussimsom 

NATL. ADVERTISING DIRECTOR 

ED WINCHELL 

tXSBmSWBF™-' 

( 408 ) 438-5653 

SPECIAL THANKS TO: 

SOFT BANK, TERRY T., SHINY ENT., FAMILY FUN CENTER, 




PREPARE FOR THE FINAL BATTLE! 




Contains limit? of the IDS. RecarmeMed Daily 

Allowances of vitamins and minerals. 



!©•♦ 



Whether the FDA approves or not, your eating habits are 
about to change. Meet GEX: youi' tongue-smpping. 
smart-ass alter ego. With this gecko’s gravity 
defying grip and thrashing tail, you’ll prowl 
a twisted world of TV- villains and B-movie 
scoundrels, hurling WXCllGCl 0116”1 11161 S 
and fireballs. It’s one brain-frying, TV-land trip, 
where dining out means Crunchy dragonflies, juicy 

grasshoppers, tasty fleas and caterpillars. 
Not exactly the colonel’s snack’n pak, but 
lip- smackin’ good, just the same. Without these 
skahky nuggets o’bug guts to munch for power, 
you’re roadkill, baby. Oh, you’ll hllSt a few 
of Miss Manners' rules in 
this 32-bit battle. But hey, 

omy wussies 

worry about good taste, 

right? 




Each world inspired by either Kung Foo, Shmuck 
Rogers, that Indiana dude, Boris Carloff, and 
Rojer Rabbit. (Legal weasels require we be vague.) 


Call 1-900-737-4767 851/min. 18 ox older touch-tone phone only to hear 

Dana Gould's hilarious GEX routines. Yeah, it'll cost you a little, but you'll cough up a lung 
as he sends you reeling with side-splitting laughter like only a guy who OD'd on 70's TV can. 
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NOTHING. NOTHING CAN PREPARE YOUR 32X. 



ALL THE ACTION OF THE 
ARCADE SMASH! 



MlmiuL xsiimum 

Rip into the real arcade action that 32 megs of high-speed, 32 bit 
processing can deliver! Trade-up to faster game play, realistic character 
animation, state-of-the-art graphics and the bone-crunching music and 
sound f/x of the arcade smash—from "Finish Him" to "Flawless Victory." 
You might have played it before but... Nothing, NOTHING can prepare you 


MIDWAY 




4«laim 


way Manufacturing Company. All rights reserved. Sega &: 
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YOUR AS * Sllll 


•OME(INdllXX D-OOYOUQREA-D.. .TULLY! .. .IIS THAT YOUX?. )))}DO YOU R.EAD-HE...TU-LLY?...THOTGONNA ))))FRY 
THIS IZ X. ROCKET.)))) SCI-ENCE. . .GAME. 1. . .LOAD-STAR. IHIIIIIIIDO! (()) )U READ. >E.illll.. THIS I() ROCK 


31.005 21.70 Ll 






■ THES.E «IR(((NOT MOVI1ES)))..IIITHESK ARD»ANEW 
BREAKK./THRU.IN**VIDE0G.AMESS.1111 . .MOVIE-LIKE XXPER-E 
ENCES IIIWITHHOREf REALIZM.MORE 
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SAME 2>C©I, UAX<M±DINIMII8"M RE IIIADTH.COMIC ^ 

BOOKJ1NOW.) )U.CAN(SET))INSIDE« COMIC.. .BOOKRE/H.ITY 
BASE® ON 1HTHA GRA/PHIC. .NOVEiaillOFC ((MARK SCHULTZ))) 


GAMES AVAILABLE ON SEGA-CD AND PC CD-ROM 


MAKE-CONTACT 

FcallJ -800-98-ROCKET ext 40 

or go online www.rocketsci.corn 
TO ORDER YOUR GAME OR DEMO VIDEO 

THIS IS ROCKET SCIENCE 

















TOP ten! 

1. Donkey Kong Country (SNES) 

2. Final Fantasy III (SNES) 

3. Earthworm Jim (Genesis) 

4. Aliens Vs. Predator (Jaguar) 

5. Sonic & Knuckles (Genesis) 

6. Super Punch-Out (SNES) 

7. Super SF2 (SNES) 

8. Super Metroid (SNES) 

9. Mortal Kombat II (SNES) 

10. Tempest 2000 (Jaguar) 


~% irtUa Fi 9 h, « (Saturn) 

2 ' D °om (Jaguar) 

3 Mesan »" X (SNES) 

4 - X-Men (SNES) 

5 - Rayman (Ja 9uar) 

, 6- Super SF 2 Turbo (3DO) 

^a„, asy StaMV(Genes . s) 

B -|Starfo x 2 (SNES) 

9 - Sna,tch er (Sega CD) 

Killer Instinct (Ultra 64, 


^NES GENESIS GAME GEAR JjL • A ^ 


Dev| ^SkiHman of Lehigh Acres. FL\ 
PtBgWeremy Kershaw of Portage, Ml i 
Peter Daunecker, Jr. of Staten Island, NY 


wn a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet, on a piece of paper or a postcard then send them to 
GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills,CA 91301 
Drawing is limited to one (1) entry per person per month. Hope to hear from you soon. 

•e held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page. 








While Some Fantasy Games Just 
ScRatch the Suuface, BRandfsh UnLo 
the UndeRiwoRld! 


NOW that you’ve mastered games like Breath of Fire™ and Brain 
Lord™ we think you’re ready for a role-playing game where the 
sun doesn’t shine and the monsters grow big, really big! 

In Brandish, you stand accused of murder, being pursued by a 
fearless bounty hunter looking to collect the reward. About to be 
captured, you fall into a deep underworld maze filled with dan¬ 
gerous traps and deadly monsters including: giant crabs, headless 
fist-pounding warriors and fire-spitting gargoyles. With the 
bounty hunter still hot on your trail, you must navigate your way 
out of the mazes and hack to the surface ASAP. Our only advice: 
stay alert, well armed and always moving upwards! 


KOEI 


KOEI Corporation, 1350 Bayshore Highway, Suite 540 
Burlingame, CA 94010 


Navigate your way through five 
TREACHEROUS LEVELS AS YOU FIGHT TO 
RETURN TO THE SURFACE 

^ Defend yourself against 55 different 

MONSTERS FROM THE UNDERWORLD 
Keep A LOOKOUT FOR TRAPS THAT WILL 
SEND YOU BACK LEVELS OR TIME WARP YOU 
TO A NEW LOCATION 

.J Seek OUT MORE THAN 50 DIFFERENT 
ITEMS THAT WILL HELP YOU IN YOUR QUEST 


■J Visit the Magic, Weapons & Item 
‘ Shops for useful merchandise & advice 


NaRHOOJ CORRl'doRS & 
Rolling bouLdens ane < 
deadly combo 


✓ Save up to two games at any one time! 


Some undentooRld 
chanactens give helpful 
adoice foR a pRice 



ark of CAPCOM Go. Ltd.. Brain Lord is a tri 










How can we possibly make the 64-bit Jaguar more powerful? Attach an Atari 

double-speed CD player. It’s a lot like attaching an atom bomb to an F-14. We’re ^ ^ 

talking explosive power that no other CD-ROM combination can match. Just 

piggyback this 790-meg monster onto your Jaguar and watch your TV come alive 

with insane true color, movie-like images and CD-quality stereo sound. , | ^. | 


The most 


action footage of Stallone and 
Snipes. Now your Sappy dreams 
of movie stardom can be a reality. 


a Available: 

■^an\e system inthe 





If our Interactive CD games don’t rearrange your brain cells, the 
built-in Virtual Light Machine will. Throw on your favorite CD, and 
' y watch the music morph, contort, and pulsate in a psychedelic light 
show your ex-hippie parents may even appreciate. So check out the new CD play¬ 
er for the Jaguar. It’ll crank the torque up to nuclear proportions. 


m 


DOTHE 

MATH 


Multimedia Playef 


a registered trademark of Bluth Group; ©1994 Charact 
served. Brett Hull Hockey is a trademark of Accolade, I 
ation and is used under license by Accolade, Inc. Logc 
i Gaumont Television. "Highlander is the protected tradf 





g?ave[ ‘With gfiy Controlfeir Hn 'Hand gjo ,\<]aiuf ‘Where Cheaters ^Prosper. 


DONKEY KONG COUNTRY - SNES 

Bonus Round Practice 

The following code is entered during the intro: 

Down, Y, Down, Down, Y (“DYDDY ”) 

The following codes are entered at the “Select A Game” screen. 
Highlight Erase Game and enter a code. If the Erase Game option 
flashes after entering a code, be sure to turn it otf before choos¬ 
ing a game. 

Begin with 50 lives 

B, A, R Button, R Button, A, L Button. 

Music Test Mode 

Down, A, R Button, B, Y, Down, A, Y - Pressing select will allow 


FIFA SOCCER - 3D0 


you to cycle through all the music in the game. 


The following codes are entered during the setup screen you enter when a “BAD BUDDY” 


match is paused. Keep in mind that R and L always mean the L and R shift 
buttons. 

Laser Ball Mode: LACRBALL Hot Potato Mode: CRABBRLABABR 

Big Ball Mode: BCBALLABALL Giant Player Mode: BABARBABBAR 
Beefcake Mode: RALBACLABA Invisible Walls Mode: ABBACABABBA 
Brute Mode: RABBACLLBACL Metallic Men Mode: BARCLBABBA 
Crazy Bounce Mode: LABARRACCA Radical Curve Mode: CARCABRABBL 
Josh Plumb, Jason Eldert, Craig L. Booher, Ian Lockwood, DeShoran Smith, 
& Trevor Hobbs. 

i " OFF-WORLD INTERCEPTOR 

/ MEGACASH! 

cos ^ Simply enter Options, press A, B, C, 
A, B, C, A, B, C, A, B, C A, B, C, A, B, 
J 4 f? cash C ’ Le,t Shi,t - Go 10 the shop to find 
* ^ $9,999,990 in cash! 

Jojo Salazar, Gatineau, Que., 

Canada. 

SUPER STREET FIGHTER II TURBO - 300 

CONTROL AKUMA IN VS. MODE! 

At the VS. Mode character select screen, simply highlight Ryu and simul¬ 
taneously hold down all kicks, all punches, and Select until Ryu’s face 
changes into Akuma's profile. 

Michael Lewis, Pittsburgh, PA, Juan Antonio Lopez, Bronx, New York, and 
Kumpherk Thaing, Lancaster, PA. 

-LION KING - GENESIS 

handicap DEBUG MODE! 

L.****i? 4r h H Simplv enter the options screen and 

press Right, A, A, B, Start. You’ll 

STAGE SELECT e „ ter g menu wh j ch y „ u ^ 

st a eE I choose your level and become invin- 
isf Hr S Hr cible! The level select, however, is 

■ m * s — not a true one - when you complete 

^ ^ ^ the level you’ll he taken to Stage 2. 

-.. —.^ . Bud Drakir, Edmonton, Ah., Canada & 

Amber Dew, Oregon City, OR. 


- 





CONTRA HARDCORPS - GENESIS 

70 LIVES! 

At the title screen, enter “C, B, A, Right, Left, C, B, A, Right, Left, C, E 
Right, Left” on the second pad for 70 lives! 

STAGE SELECT! 

At the title, on the 2P pad, enter “Left, Right, A, B, C, Left, Right, A, B 
Left, Right, A, B, C” then begin the game for a stage select! 


B, A, Down, B, Up, Down, Down, Y - In the two-player team mode, 
the inactive player can get control by pressing the A or select 
button. Normally, the active player must give up control to the 
inactive player. 

Dagan Galarneau 



WAY OF THE WARRIOR - 3D0 

Play as the hidden characters! 

Black Dragon: Enter the name and date of “Wyvern 3-9-27” 

Major Trouble: Enter the name and date of “Bad Boy 2-4-08” 

Voodoo: Enter the name and date of “Evil 6-6-66” 

Gulab Jamun: Enter the name and date of “Gulab 2-29-00” 

Cools: 

Major Gaines: Throw 8 grenades in a row in the winning round. 

Shaky Jake: Throw 3 fireballs in a row in the winning round. 

Dragon: Use only buttons A or C during the winning round. 

Nobunaga: Use only buttons A or C during the winning round. 

Fox - Have 10 successful Dizzy Dust hits in the winning round. 
Crimson Glory: Use only block moves during the winning round. 

How to tight the hidden characters: 

Black Dragon: On the Graveyard stage, in the winning round, use only 
buttons L and A. 

Major Trouble: On the Lava Pit stage, use only buttons L and A in the 
winning round. 

Voodoo: On the Rooftop stage, use only buttons R or C in the winning 
round. 

Galub Jamun: On the Cave stage, you must have a flawless victory in 
the winning round. 

Notes: 

To reach any secret characters, you must have a Second Wind while 
going into the winning round. Also, to reach, say, Voodoo, you must 
first reach Black Dragon and Major Gaines. 

Play Space War: 

Select 2 Player Vs. mode. The right player selects a character then he 
holds “Down Right”, A, B, C, and the Start button. The left player 
holds “Up Left” and both shift keys then hits start. This will work with 
up to four players. 










ARE YOU THE HUNTER 
OR THE HUNTED? 



The amazing new CAPCOM C-4 graphics chip 
makes Mega Man X's duel with the renegade 
sword an all too real slash-fest. 



In the abandoned Replotd factory, "X’ better 
go for the head of the Maverick Hunter or 
get crushed into scrap metal. 



Take the ultimate ride on the Mobile Attack 
Cycle and eliminate the Mavericks from behind, 
where they least expect it. 


Just when Dr. Cain and Mega Man X thought the rebellion was over, 
a new uprising is in the works in an abandoned factory. While 
the X-Hunters keep "X" occupied fighting Mavericks, they're devoting 
every second to collecting pieces of someone or something he 
thought was long gone. "X" must use the powers he gains from the 
X-Hunters, and vehicles like his Mobile Attack^ 

Cycle, in his all-out battle to end their 
threat forever. Or face total "X"-tinction. 


&i miom 















SAMURAI SHODOWN II - NEO-GEO CART 

BLOOD CODE! 

To put all the blood back in SSII, simply enter the options, highlight 
EXIT, and press the A, B, C, and D buttons simultaneously. 


EARTHWORM JIM - GENESIS 

EARLY CREDITS AND HIDDEN ANDY 
ASTEROIDS STAGE! 

First, turn the game on or press reset. Skip 
the Sega logo. Now wait at the title screen 
until the screen with EWJ’s face comes up 
with the stage name above it. Press Start 
to skip this. Repeat the process several 
times. Alter a few tries, the game’s credits 
will roll by and you get to control Jim 
through a hidden Andy Asteroids stage. Mike 



Web, Fort Wayne, IN 


ULTRA CHEAT MODES! 

Degreelessness Mode: Simply pause the game, hold *, and unpause. 
Very Happy Ammo Added: Pause, hold #, unpause. 

Level Select, Stages 1-9: Pause, hold any number, unpause, and 
you’ll warp to that level. 

Level Select, Stages 10-19: Pause the game, hold A and any number, 
unpause, and you’ll warp to that level. 

Level Select, Stages 20-24: Pause the game, hold B and any number, 
unpause, and you’ll warp to that level. 

Note: Do not try to warp to levels beyond 24. The game will crash. 
Note: So many people sent these codes in (over 50) that I had to 
draw a random winner. That winner was Darrin Ford of Dayton, OH 


m 




ALIENS VS. PREDATOR - JAGUAR 

DEBUG CODES! 

To activate the code, pause. Now 
enter Option, 6,1+3, B, A, 9, A, 9, A, 
*, Option, 6, #, \ *, Option, 2, 

Option. You’ll hear the predator 
laugh to confirm the code. Once it’s 
activated, enter the following com¬ 
mands for major cheatage! 

Universal Cheats: 

Option + A - Lowers you a floor 
Option + B - Raises you a floor 
Option + 5 - God Mode 

Marine: 

Option + 1 - Gain/Lose Shotgun 
Option + 2 - Gain/Lose M14-A Pulse 
Rifle 

Option + 3 - Gain/Lose Flame 
Thrower 

Option + 4 - Gain/Lose Smart Gun 
Option + 1234 - Refill Ammo 
Option + 6 - Raise Security Level 
Option + 8 - Gain/Lose Motion 
Tracker 


ii ; 
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V.R. DELUXE - 32X 

REVERSE TRACKS! 

First, get 1st place on all five tracks on the normal difficulty level. After 
placing first, return to the first menu and press left on the control pad 
while on the Virtua Racing box. Flipped tracks time! 

Eric Nantz, Grand Rapids, Ml 

HYPERGLITCH! 

During the end of the Bay Bridge track, there’s a section with a wall in 
the middle of the road. If you drive towards the arrow signs on the left, 
you’ll pass right through them (and the wall) then continue on to a huge, 
open area. Shoddy collision? 

Steve Cassey, Glen Riddle, PA 

SUPER RETURN OF THE JEDI - SNES 

All of the following codes are entered when the opening menu appears. 
If they are entered incorrectly, the system must be turned off and on 
again. 

7 Continues: A, B, A, Y, A, X. 99 Lives: X, X, B, A, Y. 

View the Credits: A, B, A, B, A, B, A, B. 

All Characters Available: X, X, Y, Y, Y, X. 

Infinite Thermal Detonators: B, X, B, X, B, X, B, B, B, Y. 

And finally... All characters available, infinite detonators, and debug 
menu by pressing L & R on pad 2: A, A, B, B, X, X, Y, Y, A, B, X, Y, A, B, 
X, Y. Dagan Galarneau 


The Super 
Hocus Focus 
Giveaway 


Option + 9 - Lower Security Level 

Alien: 

Option + 1 - Gain/Lose Tail 
Option + 2 - Gain/Lose Claw 
Option + 3 - Gain/Lose Extending 
Mouth 

Predator: 

Option +1 - Gain/Lose Combi Stick 
Option + 2 - Gain/Lose Shoulder 
Cannon 

Option + 3 - Gain/Lose Smart Disc 
Option + 4 - Gain/Lose Wrist Blade 
John Needham, Dallas, TX & 

John Terry, Hot Springs, AR 


Second prize mill 

GameFan T Shirt, 
the game of his/her 
choice and a one 
year subscription 


The winner will 
receive a free game 
console of his or her 
choice. That’s 
game console; 3DO, 
Jaguar, Sega CD, 
Genesis, CDX, SNES, 
or NeoGeo. 



DEMON’S CREST - SNES 

NO ENEMIES! 

Simply enter this 
password to play 
through tl 



Fan t Shirt, 
and a one year 
subscription to 
GameFan. 

You want a bigger Hocus Pocus? We want a bigger Hocus Pocus. 
Announcing the biggest Tricks & Tips contest ever; The Super Hocus 
Pocus Giveaway. Send in your codes, good bad or ugly. We will 
choose one grand prize winner each month. (Current 
subscribers will receive a one year extension.) Codes 
cannot come from a previously published US magazine. 

Winners will be drawn each month and dis¬ 
played here in Hocus Pocus, a place where 
cheaters can prosper now like never 
before. 

Simon Tam, | 

Englewood Cliffs, NJ 

Erik Bianchi, Los 

Angeles, CA 

Darrin L. Ford, Dayton, OH 


Hocus Pocus 

5137 Clareton Dr. Suite 210 
Agoura Hills Ca. 91301 










Beep! Beep! Cartoon-like graphics 
and loads of zany sound effects 
put you right in the wacky Acme action! 


Cut to the chase! Play as Wile E. Coyote 

to get your paws on Road Runner or turn the 
tables and play as Road Runner for a completely 
different game! It’s two games in one! 










Nothing's worse than a mean dose of V0Xf XfS^O 
—except maybe a crushed kidney. 'Cause in 

Off-world Interceptor™, 

Crystal Dynamic's™ vicious 4x4 off-road 
kill-fest, grabbing air is just another 
perk. (Check out the extreme, 32-hit 
texture mapped, butt-bone smashing 
terrain!) ks a bounty hunter, your job's 

to scrape up the scabs that 

society's picked off and flicked your way. 
Crush.’em beneath ten tons of 
screaming steel, Cremate ’em with 
blazing napalm cannons. Whatever it takes — 
cause given half a chance, they'll be 
thrilled to deep-^XlT your customized 
Monster Stomper into a crispy mess you wouldn’t 
serve in Hell's Kitchen .One last thing — 
buckle up. Because coming down's a bitch. 




On the way up, you gotta whop o couple'a tough mo'fo's. 
This gome's no exception. They're colled Bosses. But don't 
bother ass-kissing 'cause you'll lose more than your face. 



Ditch the KC lights, couse this ain't no sausage-on-a-stick 
stadium show. Beef up your 4x4 with trick engines, oir 
grabbing jump jets and carcoss-carving pulse lasers. 



Exorcise all that repressed juvenile behavior with our 
head-to-head, "waste-yer-buddy" 2 player mode. Freud'd 
be emborrossed. But Genghis Khon would totally approve. 



( "Any closer Dog Breath, ana I 
braid those nostril hairs. Get 
man some clippers and a mint 


Sick of pointless full-motion video? Well, bite us, we're doin' it onywoy. 
We've dropped in some smort-ossed punks siltin' up front talking smock. 



Mol Dynamics and 011-mckl lototceptof mo tmdamaib of M«l 
(Andos) K.V. 3D0, Ike 300 logos mol Intend™ Makiplaytc oco Irodomorts of Ike 
3D0 Company. ©1994 Crystal Dynamics (Antilles) M.V. All rights reserved. 
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Nick Rox Takahara 


IN CASE YOU ARE NEW TO THE PAGES OF GAIVIEFAN, YOU SHOULD KNOW THAT WE REVIEW GAMES IN 
COMPARISON TO OTHER GAMES ON THEIR RESPECTIVE PLATFORMS. ALSO, EACH GAME SHOWN IS 
> REVIEWED IN DEPTH WITHIN THE ISSUE. SO YOU GET FOUR POINTS OF VIEW. 
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Sega's Ristar is a lop notch 
plattormer from beginning lol 
end. Ristar himself is a great 
character, and the game is 
loaded with ingenious play 
mechanics, lots of color, ample 
special effects, and excellent 
level design. Did I mention that 
the music is awesome as well? 
|This game should be getting 
MUCH WORE hype. _ 


MUSIC 9 

CONTROL 9 

PUYHECH 9 
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Ristar is for me, one ol 
greatest Genesis games 
programmed... and this 
genre I usually dislike. Every 
aspect was handled perfectly, 
from the remarkable graphics 
and excellently composed 
BGM to perfect control, 
Everything that makes a great 
game tick can be found here 
in droves. Seek out this title | 
for much joy. _ 
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When I saw the early screens 
of Ristar I sure didn't expect a 
game this good. Thankfully 
it’s not very cute at all, as you 
might think at first glance. 
This is a very involved plat¬ 
former with a ton ‘o play 
mechanics. I couldn't put It 
down. This one deserves a 
sequel. Now it Sega would 
only bring out Pulseman... 
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For an FMV title, Cad's and 
Dino’s is about as good as 
it gets. The excellent 
spooling backgrounds 
along with the accurate 
driving control come 
together to equal a worthy 
trek through Dino land. 
The music and excellent 
cinema's ad to the joy. 

MUSIC 7 

CONTROL 8 

PUYHECH 7 

ORIGINALITY 8 

C&D is really only part FMV, 
so I'll skip the whole “I hate 
FMV” speech, and get to it. 
Honestly, 1 liked this game 
until 1 got through level four 
and was still staring at basi¬ 
cally the same color scheme. 
Why put together such a 
spiffy title and cut corners on 

GRAPHICS 8 

MUSIC 7 

CONTROL 8 

It 1 was to design an FMV 
game it would be something 
like Rocket Science's 
Cadillac's and Dinosaurs. The 
attention is locused more on 
the driving than the back¬ 
grounds, giving the player the 
feeling he's just playing a 
driver (with shooting) with 
great graphics, rather than a 
game on tracks. You know 

GRAPHICS 8 

MUSIC 8 

CONTROL 8 

PLAY MECH 7 

ORIGINALITY 9 

80 

ing bg's are all about? In the 
end a descent 'coulda' been 
great’ driving adventure. 
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ADDAMS FAMILY VALUES • SNES • OCEAN 

SMEG • ACTION/RPG • 1 PLAYER • AVAILABLE FEBRUARY 




Once in awhile, movie licenses 
turn in to great games. That is 
definitely the case with Ocean's 
Addams Family Values. This qual¬ 
ity action/ role playing lest kept 
me busy for days. The graphics 
are drawn and detailed splendid¬ 
ly and the overall (eel of the 
game will have you thinking 
'Zelda" all over again. Parallax 
scrolling and nicely arranged 
spooky tuneage ad to the joy. 

GRAPHICS 9 

CONTROL 8 

MECN 8 

ORIGINALITY 8 

89 

Boy, Fester is really kickin' 
up dust in AFV! There are 
many similarities between 
it and Zelda, but it just 
couldn't do it. Other than 
that, AFV gives the gamer 
the next best thing to it... 
you betcha! Tuneful music, 
lavish bosses, and a fluid 
storyline to keep you tuned 
in with the action. 

GRAPHIC 8 

MUSIC 8 

CONTROL 8 

1 MECN 8 

ORIGINALITY 7 
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I've been waiting (or another 
SNES Action/RPG to surface, 
but 1 never thought it would 
say Addams Family on it! This 
is a surprisingly good game. 
You can tell the developers 
really took their time to pro¬ 
duce a long and very playable 
game. The action is a little on 
the lite side, but the puzzles 
are great. 1 recommend AFV 
to any fan ot the genre. 

GRAPHICS 8 

MUSIC 8 

CONTROL 8 

1 IECH 8 

ORIGINALITY 8 
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FLINTSTONES- SNES ■ OCEAN • ISMEG • ACTION PLATFORM • 1 PLAYER • AVAILABLE FEBRUARY 
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The Flintstones is yet another 
quality movie license from 
Ocean. This platformer Is defi¬ 
nitely on the difficult side but 
it has the graphics and play 
mechanics to keep you glued. 
It's a way better game than it 
was a movie. The art and 
detail is again, great, but the 
bopping techno soundtrack 
seemed a little out of place. 

ORAPHII 9 

MUSIC 7 

CONTROL 8 

PL IECH 8 

ORIGINALITY 8 

82 

I'm not the guy to ask about Fred F. 
and the whole "Yabba-Dabba-Doo" 
thing. 1 guess I’m to young. 1 will 
however, admit that this is a sur¬ 
prisingly well put together plat¬ 
former with nicely detailed art and 
a cool Prince of Persia-ish and well 
animated Fred. The 2nd level 
(bouncing babies?) threw me for 
awhile, but after that it was back to 
Jungle lumping joy. I'm sure 
Flintstones aflicianado's will have a 
Yabba-Dabba-Ooo-time. 

MUSIC 7 

CONTROL 8 

PLAT RICH 9 

ORIGINALITY 7 

80 

The Flintstones is among 
Ocean’s best movie titles, 
like Jurassic Park. The 
graphics are excellent, and 
Fred has more play 
mechanics than you'd 
expect. The levels are 
huge and laced with those 
complex patterns from the 
old NES days. It's a hard 
game, but worth the effort. 

GRAPHII 9 

MUSIC 8 

CONTROL 8 

PUYHECH 7 
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3D0 • PANASONIC ■ FMV/SHOOTER • I PLAYER • AVAILABLE NOW 



This is the best home version 
ot Starblade that I can imag¬ 
ine. It's not quite as thrilling 
as the amazing (and very 
pricey) coin-op, but it sure 
comes close. A year ago I 
would've been beside myself, 
bul with the Saturn and PS 
around, I'm less than thrilled 
with Full Motion Shooters. 
Fans of the game however, 
will love it. 


PLAY MECN 4 

ORIGINALITY 7 
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Oh gosh! Once again the 
arcades “shifting screen” 
feature hasn't been imple¬ 
mented, but we do have 
some really keen texture¬ 
mapping. I just can’t get 
excited... the game 


s of tl 


e thre 


utes of play and no music. 
For huge Starblade fans 
only, I'm afraid. 
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Starblade is a joy to watch, 
but unfortunately, it's not 
that fun to play. You just 
aim the cursor and SHOOT! 
Once you've beaten it the 
urge to play it again is non¬ 
existent. The lack of a 
soundtrack doesn't help 

MUSIC 3 

CONTROL 7 

PUYHECH 5 

| ORIGINALITY 8 

either. 1 recommend this 
one to hard Core FMV 
shooter fans only. 
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They fight, and bite, they fight and bite and fight! 

Get ready as Itchy & Scratchy slice, dice, crash and bash their 
way into your home. This cat’s gonna need more than nine lives 
to survive bazookas, grenades, chain saws and flame throwers, 
than one way to skin a cat... 
you mouse enough!!!??? 
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'PECT KNYTHING. 


; IT HAS A 
.SWITCH 0 } 


m GONNA 
shoot m 
I'M gonna 

SHOOTITL 


THAT?!, 
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YOU WERE SOME 
NNDA MONSTER.OOP! 
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Crush the CRUSHER with a 
turbo head smash! 
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' UNLOCK WE MYST€Rf£SQF TH&Cf&ffefflS... 


* band, which suddenly begins to speak! Ali is told o! an ancient war between two powerful wizards, Reharl and Agido. Reharl 
wielded the Golden Armband, and Agido the Silver. Both Armbands were thought lost in the great war, but someone has 
recovered the Silver Armband and is using it for ill purposes. Ali is ordered to stop the mysterious enemy at all costs and 
, regain the Silver Armband! 
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Ali's Armband can summon various spirits by firing a beam onto their particular element. For instance, you can summon 
the flame spirit, Efreet, by firing onto a lit torch or campfire and call up the plant spirit, Bow, by firing onto grass or trees. 
Each spirit has a certain use at a certain time. For instance, Dytto, the water spirit, can destroy any fire blocking your path, 
and the shadow spirit, Shade, can save you from falling, grab items you can't reach and allow you to leave your body for 
short periods of time. Ali’s normal moves consist mainly of regular attacks with his dagger, but he can use a sword, bomb, 

or bowgun... if you can find them. AM also has SFII-style moves accomplished with motions like “Hold B, then'».and 

“Hold B, then»"»." 

The graphics in Oasis are remarkable. The animation, too, is spectacularly smooth and detailed: AM has 550 frames 
of animation! Many bosses take up the whole screen, like Great Fossil and the Fire Drake, and there are often six or 
ilk l seven huge enemies on-screen with no flicker or slowdown. There are also plenty of cool visual effects like color- 















































































cycling water and fire, multi-jointed enemies and an 
insane use of parallax. 

When Beyond Oasis is released in March, you owe 
it to yourself to buy it. It’s so incredibly awesome that 
I couldn’t even begin to describe it in this short 
amount ot space. No worries, though... we’ll be cover¬ 
ing it for many more months. See ya next issue! 
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SEGA • 16-MEG 
AVAIL. MAR. • PREVIEW 
I know the year !s lust getting started, but 
I’ve got a candidate for 16-bit cartoon game 
of the year for ’95. Blue Sky has done an 
excellent lob of capturing that good ol’ 
Looney Tune craziness In their latest title for 














































SAME: 


NAME: 


NAME: 


HAHN 


qxyz 


OCCUPATION: 


OCCUPATION: 


OCCUPATION: 


MOTAVIAN 


HUNTER 


SCHOLAR 


L j WELCOME TO PART U OF CfAMEFAN'S PHANTASy STAR: END OF THE MIIIEN- 

P# NIUM STRATECjy (JUIDE. UNTORTUNATELy WE WERE LIMITED TO TWO 

HUaiL FEli FAC / ES OF COVERAGE THIS ISSUE BUT EXPECT MUCH MORE NEXT MONTH! 

MASTER THE COMBINATION ATTACKS! 

STER BUZZARD FIRE STORM LETHAL IMAGE 


WAT + HEWS 
ORZAS 


TO I err F1AE1I + AiyS' DEATH + 
ZAS err HEWS KIKA ’S ILLUSION 


WAT 


LAST MONTH WE LETT OPT WITH THE BIO-PLANT SUPERCOMPUTER SEED DESTROyiNCf HIMSELT. AFTER THIS SCENE, 
HEAD NORTH WHERE yOU’LL FIND THAT THE BROKEN BRIDGE HAS NOW BEEN FIXED. ON THE WAy TO ZIO'S FORT, 
BUILD RIKA’S LEVELS UP TO SOMEWHERE AROUND 8. 
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IT TURNS OUT THAT THIS IS THE WRECKAGE OF ONE OF THE SPACESHIPS THAT ESCAPEE* THE DESTRUCTION OF PAI; 
(AIN’T S£l)A CjREAT AT TRANSRATION?) IN PHANTASy STAR II. PHANTASy STAR III TOOK PEACE ON ONE OF THEM, 7 
II. AFTER OBTAINING All THE WEAPONS AND ITEMS yOU CAN HERE, RETURN TO NAiyA FOR A STAy AT THE 


NOW HEAD WEST TO A IE DO, CHA2 AND AiyS' HOMETOWN. EXFEORE THE MASSIVE CITy, BEINi) SURE TO 
THE FORTUNETEI1ER MITO’S HOUSE AND THE NORTHERN WEAPONS SHOP. BE PREPAREr* TO SPEND OVEJ 
MESETA urqnAVtHC, yOUR ARMORy, THOUGH/ 


NEXT VISIT THE CfUllV, AIEDO'S HUNTER HANDOUT. NOW SEE THE WOMAN AT THE COUNTER, CHOOSE THE ”K 


OWNER” BOUNTY, AND HEAD TO MILE. TAKE OUT THE WORM (BE SURE TO USE THE TRI-BIASTER COMBINATION AND 


lOTS OF DIMATE) THEN RETURN TO AIEDO FOR yOUR REWARD. 



f yH.4^pl 


>IRSLASH 


NOW ENTER THE CAVE NORTH OF AIEDO, THEN EMERGE NEAR THE SECIUDED TOWN OF KADARy... AND TIO’S FORT? 
WHAT AWAITS OUR FARTy OF ADVENTURERS IN ZIO’S TORT? Will THE CONTROL ANDROID DEMI BE RESCUED? FIND 
OUT IN THE NEXT (^AMEFANI 

fc# * ■ ONCE A^AIN, EM SORRy ABOUT THE SHORTNESS OF THIS STRATEGY CjUWE. 
fi IN THE MARCH ISSUE Til BE VOVSUj A RATHER MASSIVE CJUIDE AND A COM- 
' " BINATION ATTACK LIST, SO TUNE IN NEXT MONTH, RFC? FANS! - MCK KOX 





































































certain stage. 

The music is superb as well, and, although most of it is happy Sonic 
stuff, the instruments used (most of the music is comprised of sam¬ 
ples, similar to the tunes in Earthworm Jim) propel Ristar’s tunes into 
the upper echelon of gaming joy. The cart’s also filled with many-a- 
comment from Ristar himself, like the sickeningly candy-coated “play 
with me?” plus many squeaks of pain and joy. 

Ristar is one of my top 10 Genesis games. I’m not too fond of plat¬ 
formers at all, so it’s quite an achievement for this little title... the only 
other act/plat up there for me is Gunstar Heroes. Basically, if you’re 
stuck in those mid-spring gaming blues, buy this game. You will not 
be disappointed. -Nick Rox 
































































HOMING ICON EWJ THAT SUCKER WORKS! 


DESTROY JIM! 














WHAT'S THAT? 


PUSS BUCKET! 


NOT THE SAME OLD LAB 


HATE THE WEATHER IN BUTTVILLE! 


MUST'VE BEEN SOMETHING SHE ATE 















Three Characters. 
Two Outlaws. 

One Serious Mess. 
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WATCH OUT FOR THAT. 


THIS IS GONNA’ HURT SPLURTCH... AAHH! 


PANCAKE MODE! 
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OK class, the answer 


Dr. Mario®and Tetris®are together 
on one brain-frying cartridge. 




That is correct. All that pill-dropping, 
b lock-bust i ng i s now on 16-bit 

for the first time. All you need 
is a Super NES (and a brain, but 
hey, you've gotta supply that). 

Is that or what? 

So you and your bud could go 
head-to-head on Tetris or Dr. Mario. Or you 


d. Original concept, design and program by Alexey Pazhitnov. 











could play both ir 
while he plays Dr. 


Mixed Match. 


Like you could play Tetris 
Mario. Or you could play Dr. Mario while 
he plays Tetris. Or he 
could play Dr. Mario while 


you yell 

this is getting really annoying. Anyway, to 
sum it up: there are six new ways to play 

your two favorites—that's more than 
you can count on one hand 
(unless you grew up next to 
a nuclear power plant). 
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Actor KirH Cameron stars in the Horde, the first 3D0 to SNES port ever. It is 
medieval times, and in the main castle, the king's high Chancellor is blabbing off his 
tales of grandeur as the lung begins choking on his feast. The serving boy, named 
Chauncey, springs forth to perform abdominal thrusts (the now politically correct 
term for the heimlich maneuver!) and saves the king. In his gratitude, the righteous 
king grants the homeless lad, who was brought up by a herd of wild cows, the deed to 
his own land, and the king's own sword. The Grimthwacker. The jealous Chancellor 
will try any dirty trick he can to claim Chauncey's land. 

And now, for something completely different! If the story strikes you as unique, wait 
till you see the game! This 3/4 view action/strategy is at first a little weird, but after 
that, it's downright insane! The whole plot revolves around protecting a very small 
(hopefully not for long) village from a band of small red creatures called the Horde 
(nasty little beasts that basically eat anything in there path). Plant trees for the cut¬ 
ting and buy cows, which you have to protect, to save enough money for taxes at the 
year's end. Do a good job and the king may grant you even more land! An engaging 
plot, and a surprisingly fun game. Between rounds, lie uncivilized cinemas, depicting 
the Chancellors (and sometimes even the Horde's themselves) evil plot. Sometimes 
they bring bad news, like a meteor is going to hit your land, and it does! The raddest 
feature: The Horde splat like tomatoes! Look for a spurting review on the Horde 
coming soon. 
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POWER-UPS GALORE! RAZZLE, DAZZLE! 
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KAA-BOOM! 


ROOKIES! 




SHOOTS FOR FIVE? 


MONSTER JAM! 


HD 



PRACTICE THOSE JAMS! 


ATTERTfOn BALLPLAYERS: 

DO YOU THIflK YOU s UE COAOUERED 


HE DOR * T 1 Hi ilk SO. 

THIS nEH ED IT ion HILL PROUE: 
IT HASn'T THE SHOES. 

ROH YOU nEED SKILLS! 

HE HOULD LIKE TO AHARD THE 
nBA JAH TOURRAHEnT TROPHY. 
FIRST YOU HUST DEFEAT 
ALL 27 nBA TEAKS. 

DEFEAT IRO ALL 27 TEARS 
HILL ALLOH YOU TO BE 
HATCHED UP AGAinST SUPER 
STAR AnD SPECIAL TEARS THAT 
HILL SHOH no RERCY! 

ARE YOU UP FOR THE nBA JAR 
TOURnAREnT ED ITI On CHALLEnOE? 
STEP UP AnD SHOH SORE SKILL. 


L B. CLIPPERS DEHMER 

F L B IDLERS HOUSTOR 

PHOEnm mmriESOT 

5 PORTLADO SOn BBTO 

T SEATTLE UTAH 

SACRATAEATO ROOKIES 



AND LAST YEARS TRADES! 
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PRESS TO SUIHP 
PRESS START TO SELECT 
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prominent movie game makers in the industry. 
Some have been great, like JP and Addams Family, 
while others have been, well, not so good, like 
RoboCop 2. I guess you could say the games have 
only been as good as the movies... until now at 
least. Flintstones, the game, is much better than 
Flintstones, the movie. The visually rich theatrical 
extravaganza which featured a bad story (at best) 
and some of the worst acting of all time, has actual- 
| ly spawned a cool game. 

The curtain rises with a splendid rendition of the 
new nineties Flintstones title tune and then it’s 
straight to the action. The game begins with three 
levels of healthy platforming as you make your way 
through the quarry. The graphics here are ultra 
high-res and incredibly detailed. Fred is animated 
well and is a spitting image of Goodman, neck 
pouch and all. Fred attacks by throwing rocks or 
clubbing his victims. He can run, and climbs and 
hangs just like the Prince of Persia. The control is 
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□ Yes, Please send my FREE copy of New Country Magazine plus my FREE CD 
or cassette. Bill me for just shipping and handling. Thereafter, I will receive New 


SPECIAL 

COUNTRY 

VIDEO 

OFFER 


Subscribe to New j 

Country and you I 

can also receive » Aj 

Country Video L ^ 

Monthly for just >—•*— 

S3.98 plus shipping and handling. Add this 
exciting country music program to your 
collection and every month you’ll also 
receive a full length VMS tape with 10 new 
country' videos at this guaranteed low price 


With No Obligation... No Risk... 
And Nothing More to Buy, Ever! 

See details below. 


For Faster Service Call Toll-Free 


1 - 800 - 362-1700 


Satisfaction Guaranteed! Simply call the toll-free number or fill out and return the attached reply card for your 
FREE copy of New Country Magazine and your FREE CD or Cassette. Listen to the music, read the magazine 
and if you’re not completely satisfied - for any reason at all - return them with no further obligation. 

We reserve the right to ask for additional information, reject any application, or cancel any membership. 

Please allow 4-6 weeks for delivery of your first issue. Limited to new members; one per family. Local tax, if any, will be added. 
In Canada: $5.98 Canadian plus shipping and handling and GST. 


• Exclusive Magazine 

• Exclusive CD 

• Up to 10 new songs every 
month. 

• Plus FREE CD Buying Service. 


New Country Magazine is filled with in-depth fea¬ 
tures, exclusive interviews, and hundreds of full color 
photographs of today’s hottest new Country super- 
stars. It’s where you’ll find the lowdown on the latest 
recordings from over one hundred album reviews and 
ratings every month. Plus, each month, with every 
issue of New Country Magazine, you will also receive 
an exclusive full-length Compact Disc or Cassette fea¬ 
turing up to 10 new releases from a variety of your 
favorite country artists. 


City State Zip 

Phone Age ^ 

Have you bought anything by mail in the last: Q 6 months —11 year —I never , ■■ 

Do you have a credit card? —I Yes Q No - 


A COMPLETE MONTHLY 
GUIDE TO COUNTRY MUSIC 















You may order CDs and Cassettes 
reviewed in the New Country 
Magazine, if you wish. A conve¬ 
nient way to shop, but never an 
obligation. Plus, you will also 
receive special offers to get concert 
merchandise like t-shirts, posters, 
caps and more. 


BUSINESS REPLY MAIL 


Each month, with every issue of New 
Country Magazine, you will also receive a 
full-length Compact Disc or 
Cassette that is not available any¬ 
where else. This exclusive music 
offer features new releases from a 
variety of hot country artists - the 
very people shaping the world of 
country music today. And remem¬ 
ber, like your first issue of New 
Country Magazine, your first CD 
or Cassette is FREE. 


As any fan can tell you today’s country 
music scene is hotter than ever. With 
bright new sounds, dynamic new stars 
and an incredible new wave of populari¬ 
ty. Now there’s an easy, one-of-a-kind 
way for you to stay on top of what’s hap¬ 
pening in Country music and keep up 
with your favorite artists and their lat¬ 
est songs - it’s called NEW COUNTRY 
Magazine. We’re making this generous 
free offer to introduce our 
program to people like you, 
folks who really love 
Country music. 


New Country Magazine gives you 
an exclusive look into the world of 
Country. Enjoy intimate, friendly 
chats with superstars like Alan 
Jackson, Trisha Yearwood, Travis 
Tritt and more. Linger over page after 
page of photographs, features and articles. 
And get the low-down on the latest sounds 
with New Country’s album review section - 
featuring over 100 in- 
depth album reviews 
and ratings every 
month and the first 
yours FREE! 


A COMPLETE MONTHLY 
GUIDE TO COUNTRY MDSIC 


FIRST CLASS MAIL PERMIT NO. 22 TAMPA FL 

POSTAGE WILL BE PAID BY ADDRESSEE 

NEW CODNTIY 

New Country Music Service 
Box 61034 

Tampa, FL 33661-1034 



Guaranteed 
Price Protection: 

You will always be guaranteed 
the low price of $3.98 plus ship¬ 
ping and handling every month | 
for both the magazine and CD = 
for as long as you remain an I 

active member in the program. | 
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very good and each level is long and requires a high level of memorization, 
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very good and eacn level is long ana requires a nign ievei ui mcmw. nn?4 n q> ~ -jg 

reminiscent of those great NES games of old. Level 2 has you bouncing j ^ 

Pebbles, Bam-Bam, and Dino of the roof of your car. Fortunately the game , ^ - JJT % 

returns to solid platforming after this odd stage. \ r— 

In the music dept. The Flintstones delivers a techno-ish jungle beat that plays , f 

nicely in the background, allowing the realistic cartoon sound effects to shine \ 

through. Virtually every aspect of this game is high quality, with the only soft 1 v 

spot being the high degree of difficulty which I personally embrace. It’s all do- J ... % 

able, it just takes time to dial-in each entire level. Ocean did the right thing and - , 7. . <rr ' " jKjiL- 
has included a password feature which, by the way, dawns the most impres- 

sive password screen I have ever seen. So there you have it, quality stuff for 1 

the SNES from Ocean, coming soon. f -05 

-Takahara _ r __. 
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Looking for a little diversity in your role 
playing?, tired of all those “save the 
princess” scenarios?, or do you just love fat 
bald men? Whichever you choose, Ocean’s 
got a game you just gotta’ play; Addams 
Family Values, starring Christopher Lloyd as 
Uncle Fester, and the entire theatrical cast. 
As Fester, you are chosen to rescue mem¬ 
bers of your family by interacting with a 
crazy cast of characters strewn about the 
spooky landscape. All of this is done 
amongst superb sound and, sharp, detailed, 
well drawn graphics. The designers have 
spared no expense providing you with a 
quality action role playing experience. 

The overall layout of Addams Family Values 
is very similar to that of Nintendo’s New 
Legend of Zelda, and therefore, it is a very 
desirable SNES title. As you progress in AFV, 
you will encounter large, well animated, 
monster bosses, who attack differ- ^ 

ently as they become weaker, and -i- 

increasingly perplexing situations 
for Fester to overcome. AFV is not , i' h 
a walk through, as one might 
expect from a big movie license 
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such as this. It is a quality action-RPG that 
makes you think as you constantly explore. 
There is no repetition, and the interface is 
very user friendly. In the FX dept, fog, paral¬ 
lax scrolling, and realistic sound effects 
like swirling wind are all standard equip¬ 
ment, and there are plenty of items to col¬ 
lect and perplexing puzzles to solve. Take 
my word for it, if you liked Zeida, you’ll like 
this. I guess that makes this a great game 
doesn’t it?! Be on the look out for this one! 


After you find the gate, travel southwest until you see the two statues with switches. Then after that, walk to the right 
and enter the tomb. There you will find the book. Then work your way to the northeast and find the large vine. 































For those of you looking for that high dollar 3D fighting experience, hut posses only a 16-bit 
system, here is your solution, Accolade's Ballz, a Virtua Fighter style fighter, featuring 
^characters made of shaded (nicely shaded) spheres. The play field iiiMz rotates anti 
zooms just like the real thing, and the game is loaded with humor. The mlves hi Ballz are 
executed via a mixture of MK and SF2 controller functions and come out easily, but 
comho's are a non entity. Other moves include; begging for mercy, morph moves, aerial 
defense moves, taunts, and even explosions.1 can't think of another fighter with this much 
diversity and originality. 

Perhaps the best feature, and the one that really makes* 
this game a blast to watch, are the special moves, like 
Kronk's Lobber Loogie and Tee Off, Divine’s Spanking, 

Crusher's Pummel, Boomer's Jack-in-the-Box, and Yoko's 
Gas attack. There are eight bosses to be found in the' 
game, an interactive scoreboard, and a truly groovy 
replay mode you can manipulate on the fly! All this is 
done with vivid color, next to no slow down and smooth 
zooming... on Jhe SIUES! Impressive huh! I highly recom¬ 
mend Ballz to anyone that enjoys a great two player 
game or is looking for a little diversity in the fighting 
genre. Mr. Goo 

Ji m 

4 -II I, .. .. ft # „ —L. _ 




* 


ife 


54 





















fesss 

gpurJI** 


******$&■ 


0019ZOZ‘ 


EXPLORE THE SECRET UNDERGROUND IN BUNNYHOP MEADOW/ 
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•It OF THE BIG BAD BULLDOG... DON'T MESS WITH HIS P»'®PI£Sf 
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get Wonder Dog back in to GameFan (we reviewed it 
to jump around with my little dog pal once again. For 
i it is the first action/platform I played on CD, and at 


ir first issue 
Wonderdog 


(After month’s of trying to 
have succeeded, and I got 
never seem dated because 




heel. The \n0-o. seems cfieesy to me now, but the game is 
If you own a Sega CD a nd you don’t own Wonderdog, throw 
I pick up one of the few platformers for the system. 

, is still better than 90% of the platformers out there. So 
be sorry. E. Storm 
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PLANET WEIRD... IS WEIRD 

















































THE FIRST TIME, YOU WON. 


THE SECOND TIME, THEY WON. 


THIS TIME...THERE WON'T BE A NEXT TIME 


RETURN 


LICENSEE 
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Welcome to the most exciting edition of 
GFBE ever! This has been one of the most joy- 
ous weeks in GF history, as the Sony 
PlayStation and Sega Saturn both came in this 
past week. There is nothing like that feeling you 
get when you open the box of a new import 
system for the first time. That feeling is even 
greater when it represents the next step in 
gaming technology, as these two systems do. 
Over the next 10 months or so, until these sys¬ 
tems are released here, well be 
bringing you reviews and pre¬ 
views fresh from our excellent 
sources in Japan, so that when 
the time comes you ll know which 
system is for you. Unfortunately, 
the NGC PC-FX was delayed until 
just after our closing date, so 
well be bringing you that cover¬ 
age in our March issue. 

Until now, I thought the BE & 64-Bit era 
had already started, but I think differently now 
after experiencing these two systems. Namely, 
Ridge Racer and Clockwork Knight give me the 
feeling that we haven t seen anything yet. They 
both look and feel unlike anything I have ever 
experienced before... and these are the FIRST 
games! If you think about the first Genesis 
titles compared to what is available now, and 


apply that same logic to these two monsters, 
the possibilities are scary. I also think that hav¬ 
ing Sony around may just keep the other guys 
on their toes. With a machine this good and 
Sony’s awesome marketing power, the PS is 
the first true threat to Sega and Nintendo. The 
PS has a vast selection of RPGs in the sched¬ 
ule for ‘95 as well as some original platform¬ 
ers and shooters, along with big-name arcade 
ports like DarkStalkers, Cyber5led, Starblade, 
Raiden I & E and Power Instinct 
S. The words “interact” and 
“FMV" have not even been 
uttered, so Sony has obviously 
heard the cry of hungry gamers 
aching for the originality that is 
slowly leaking out of the US 
gaming scene. The Saturn has an 
equally impressive lineup, including 
Shinobi, Ryglord Saga, and 
Daytona (representing those same three major 
categories) which are all scheduled for a 1st 
quarter release. 

For more info on both platforms check out 
this month’s preview sections. So enjoy this 
issue, and get ready for a lot more like it 
because we can t put this stuff down, and 
when the time comes, you won’t be able to 
either. See you next month! 


“Until now, I thought 
the BE & 64-Bit era 
had already started, but 
I think differently now 
after experiencing these 
two systems." 
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Being the Sega devotee at GF isn’t easy. I’ve recently had to live through the outrageously bad lirst driver 
for the Saturn, Gale Racer. I just kept saying "wait for Clockwork Knight, just wait” thankfully I was victo¬ 
rious in my prediction and have now been vindicated. The fact is, the Saturn is the stuff lor side scrollers, while 
the PS remains the 3-D king. As for Clockwork Knight... THIS GAME IS FREAKIN’ UNBELIEVABLE!! Platform gaming 
has finally entered the next level, and let me tell you, it is truly something to behold. If (like me) you have been pray¬ 
ing for something new and original to rekindle your interest in gaming, pray no more, it has arrived! 

In Clockwork Knight you assume the role of Tangora De Pepperoucha, a rusty toy knight, in his pursuit to save the kid¬ 
napped princess, Chelsea. When Chelsea pops out of the clock on the wall she begins to sing, awakening the world of 
toys. Pepperoucha kneels before her to plead his love but is challenged by the shining silver knight, Ginger. Oneon de 
Pepperoucha (our hero’s father) suggests a contest between the two for Chelsea’s hand. During this flying test of 
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impressed again. I just don't see how it can 
get any better. CK is part one of a two part 
game, (the second half will be out this 
February) so it's a little short (eight levels 
and five bosses). Rather than release a 
» less than perfect game, or delay what qlockp r- " 
would be the Saturn’s first big hit, the 0 0 * O' 
developers opted to make it a two parter, 
so very soon you will see the climax of whaf (for me) will go down 
in gaming history as the first game that truly represents the 
next level. Not pretty FMV backgrounds spooling out of memo- 
digitized people in funny costumes, just some bad ass 


skill, Chelsea is kidnapped and our adventure 
begins. 

The game itself is unlike anything I have 
ever seen. It doesn't just line scroll, it's 
__ _ " real. Everything has 5 sides, a front, a left 

nLocKf. r- - and fight side, and a bottom and top. As 
B -STs the foregrounds move vertically and hor¬ 

izontally, this effect is staggering. No 
other game has ever done this, CK is 100% original and by far the ^ 
best looking platformer I have ever seen. Playing a flat game 
after this will be hard. The graphics are the brightest, most 
vivid and colorful I have ever seen, and the art is nothing short 
of brilliant. To put it bluntly, for a first game, CK is too good. I 
am now completely spoiled and will probably never be as 


ry, or ------- 

hardware, an original idea, and a talented team of designers. 
I’M IN HEAVEN. -E. Storm 
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IF YOU CAN STILL THINK STRAIGHT AFTER WITNESSING THE 
EFFECTS IN THE KITCHEN, HOLD ON TIGHT, BECAUSE THIS WILD 
LITTLE FREAK IN A POT IS ONE NASTY ENEMY. HE’LL EXPOSE 
HIMSELF BRIEFLY AND THEN TAKE HIMSELF AND HIS POT ON A 
RADICAL SCALING RIDE... AIMED AT YOU! KILL HIM AND 
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THE ATTIC IS A MUCH TOUGHER AREA THAN THE PREVIOUS THREE. IF YOU MAKE IT THROUGH, GET 
READY FOR ANOTHER GREAT SHOW AS THE AMAZING BOSS CREATURE BREAKS THROUGH THE 
FLOOR SENDING YOU BOTH TO A THRILLING CLIMAX. PLAY ON EASY AND THE GAME ENDS HERE... 


Hr ^>j 



MVC/I 




MY FINAL BATTLE AWAITS 


I MUST SAVE HER! 


CHELSEA! 


THAT WAS CLOSE. 


D AND AFTER WITNESSING WHAT YOU THINK IS THE ENDING, BUCKLE UP AND GET READY 
THIS HUGE MECHANICAL BEAST WILL IMPRESS YOU TO THE POINT OF DISBELIEF! THIS 
■VERY OTHER NEW SYSTEM! DEFEAT THIS MONSTER AND SIT BACK, YOU’RE ABOUT TO 
ETE WITH A LOUNGE ACT! 64-BIT IS HERE! FEEL THE POWER! 







Chuuken - F, F, P+K. Sokaho - OF, P when 

Migi Tankyaku - F, F, K. enemy is down. 

F - V; r ««- Z “» KoB.F.F, P +t 
Ooppo Choshitsu - F, F, . ' , 

Tosh in Sotai - it'/Jen 

Pimon Chochu - F, F, P close. 

Mokoko Kazan - //oM 0, F, P. Shin’iha - OB, F, P. 

Joho Chochu - F, P \/oshi Senrin - B, OF, P+K. 


F - Tap Forward 

B - Tap Back 

DB - Tab BoWn-Back, etc. 

P - Punch (B Button) 
K-Kick (C Button) 

G - Guard (A Button) 

? + ? - Press ? and ? together 
Hold - Hold for half a second 


About a year ago, after playing Virtua Fighter for the first time in Las Vegas at Sega’s 
Virtualand arcade, I truly thought it would be years before VF could be translated to a home 
format. But here I am, a mere 5 programming months later, playing Virtua Fighter on my Sega 
Saturn. How is it? It’s amazing. Unfortunately, it isn’t a perfect arcade translation... the char¬ 
acters have no fingers or toes, there are less polygons used, and, during certain replays and 
winning scenes, the game glitches or flicks out maddeningly (this will be corrected when the 
game is released here) . But how can I complain? As I just said, AM2 programmed VF in just 
five short months, half the time it takes to program your average game, and on unfamiliar 
hardware, no less! For those of you who aren’t familiar with Virtua, the game featured eight 
characters equipped with decidedly un-fighting game specials... straightforward punches 
and kicks accomplished with insane controller movements like “Forward, Forward, 
Punch + Kick, Punch, Punch, Down-Forward, Kick + Guard, Kick.” Needless to 
say, very cumbersome for a bread-and-butter fighting game fan like 
myself. Perhaps this is why the game wasn’t as well-received In the US 
as it was in Japan, where it still enjoys a top-five slot on the fighting 
game popularity list. 

. To be totally honest, I dislike the game, but the visuals are what 
t kept me playing. VF is almost totally 3-D. It would of course be 
impossible to make an utterly 3-D fighter, as a regular control stick 
just wouldn’t allow it, but VF gets the job done with most of the 3-D 
movement occurring during periods of play in which the player has 
no control, like when he’s down, jumping, or in the middle of a 
fearsome combo. The 3-D in the Saturn version is impressive to 
say the least, but, in comparison to the 16-Bit arcade version, it 
doesn’t quite cut it. Why? The polygon count is minimal, the ring 
occasionally glitches out, and the whole thing looks so... unfin¬ 
ished. I must stress I’m not complaining, just laying down the 



























The control is awesome for what it is. Everything moves at a 
startling 30 frames per second, and the music is extremely 
well-arranged. As the showcase Saturn game, VF falls a tad 
short, but it is an excellent preview of what the system is 
capable of. Remember, these programmers are totally un¬ 
used to programming in 32-Bit RISC Assembly, and they were 
rushed. In a little over a year’s time we’ll be getting Virtua 2, 
and by then I’m sure the programmers will have gotten the 
system down, but for now this CD is well worth the purchase. 

-Nick Rox 
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Shakasho - OF, P 
Chusui - F, F, P when dose. 

Chuyeki - F, P 

Taitorisen Kyaku - K when enemy is 
duckiny dose. 

Rekka Kosen Kyaku - UF, K. 
Sempuya - K+G. 

Ensen Shu - Hold 0, K+G. 

Kokyaku Haiten - UB, K. 

Risentai - UB, UB, K. 

Tenshin Hainsho - B, F, P when dose. 


Soken Semputai - P,P,K. 

Renkan Tenshin Kyaku - P, P, P, K. 
Renkan Tenshin Sokyaku - P, P, P, 
HoldO, K. 

Renkan Haiten Kyaku - P, P, P, UB, 


Renken Sempuya - P, K+G. 

Renken Ensen Shu - P, Hold 0, K+G. 
Shajosho - Hold OF, P. 

Rensho Sempuya - Hold OF, P, K+G. 
Rensho Ensen Shu - Hold OF, P, Hold 


Ryusha Senten - B, P when dose. 


duckiny dose, K. | 

Haiten Kyaku - UB, K. I 

Rai In Sho Oa - OF, P. 

Risen Tai - UB, UB, K. 

Sempu Enjin - B, F, P when dose. * 
Rasen Ansho - B, P when kicked to 
the head. 

Ensen Hairyu - B, P When punched ^ 
to the head. 

Tenchi Toraku - F, 0, P When dose. I 
Toshin Insho - F, F, P+K When dose. | 


Soken Sempu Tai - P, P, K. 

Renkan Tenshin Kyaku - P, P, P, K. 
Renkan Tenshin Sokyaku - P, P, P, 
Hold 0, K. 

Renkan Haiten Kyaku - P, P, P, UB, 


Renken Sempuya - P, K+G. 

Renken Ensen Shu - P, Hold 0, K+G. 
Chusui - F, F, P when dose. 

Sempuya - K+G. 

Ensen Shu - Hold 0, K+G. 


Taito Risen Kyaku - When enemy is 
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Sonic Upper - OF, P. 

Vertical Upper - Hold OF, P. 

Knee Blast - F, K. 

Axe Lariat - F, F, P when close. 
Shoulder Attack - B, F, P when close. 
German Sup lex - P+G when behind 
enemy. 


Bodyslam - F, P When close. 

Splash Mountain - OF, Hold OF, P+K 
When close. 

Giant Swiny - B, OB, 0, OF, F, P 
When close. 

Double-Arm Suplex - OB, P+K+G 
When enemy is ducking close. 



Double Upper - DF, P, P. 

Elbow Upper - F, F, P, P. 

Toe-Kick Hammer - D, K, P. 

Jump Hammer - At the bight of your jump, P. 
Jumping Knuckle - At the tout point of your jump, P. 
Knee Attack - F, K. 

Vertical Upper - Hold DF, P. 

Elbou) Hammer - F, B, P. 

Backbreaker - P+G when behind opponent. 

Power Slam - F, P when close to opponent. 


TttccoiCet 


Body Lift - B, B, P When close. 

Splash Mountain - DF, Hold DF, P+K. 

Toe-Kick Splash - D, DF, F, P+K+G when close. 
Iron ClaW - D, P when enemy is ducking close. 
Power Bomb - DF, P+K+G When enemy is ducking 
close. 

Machinegun Knee Lift - D, F, K when enemy is 
ducking close. 




"Kaye TJfancc 

Kessho Kyaku - P, P, K. 

Sandan Urageri - P, P, P, K. 

Sandan Fujin Kyaku - P, P, P, UB, K. 

Hijiuchi - F, P. 

Tsumuji Geri - Hold D, K+G. 

Fushin Hizageri - Hold D, F, K. 

Suisha Geri - UB, K. 

Sempu Geri - B, B, K. 

Sempu Inshu - UB, UB, K. 

Ryuei Kyaku - F, F, K. 


Kaiten Shizuri Kyaku - B, DB, D, DF, F, K. 
Koten Shizuri Kyaku - F, DF, D, DB, B, K. 
Rairyu Hisho Kyaku - F, F, P+K+G. 

Rakuyo Sempu Dan - When close, Hold UF, 
K. 

Hora Gasumi - P+G When behind enemy. 
Koen Raku - B, P when close. 

Katana Gasumi - P+K+G When close. 

Kage Kasumi - B. F. P when close. 
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SanaA 

Punch Side-Kick - P, D, K. 

Double-Punch Snap Kick - P, P, K. 

Rising Knee Combo - P, P, P, K. 
Somersault Combo - P, P, P, B, K. 

Rising Kick Combo - P, P, P, U, K. 
Straight - F, F, P+K when close. 

Rising Elbow - F, P. 

Double-Joint Pad - F, P, K. 

Knee Kick - F, K. 

Double Step Knee - F, K, DF, K. 

Toe-Kick Side - D, K, K. 




Mirage Kick - Hold DF, K, K, K. 

High Kick Straight - K, P. * 
Somersault Kick - UB, K. 

Jackknife Kick - DF, K. 

Rising Knee - Hold D, F, K. 

Dash Knee - F, F, K. 

Leg Slicer - Hold Down, K+G. 

Escape Roll Kick - UB, UB, K. 
Backdrop - P+G When behind enemy. 
Neckbreaker Drop - F, F, P when close. 



Somersault Kick - UB, K. 

Toe Kick - D, K. 

Dash Hammer Kick - F, F, K. 

Spinning Kick - K+G. 

Leg Slicer - Hold D, K+G. 

Double Spinning Kick - K, K. 

Escape Roll Kick - UB, UB, K. 

Face Crusher - P+G When close. 
Neckbreaker Drop - F, F, P When close. 


Punch LoW Spin Kick - P, D, K. 
Double-Punch Snap Kick - P, P, K. 
Back-Knuckle Combo - P, P, B, P. 
Elbow Spin Kick Combo - P, P, F, P, K. 
Straight - F, F, P+K when close. 
Double-Spin Knuckle - B, P, P. 
Spinning Arm Kick - B, P, K. 

Spinning Low Spin Kick - B, P, D, K. 
Toe Kick Side - DF, K, K When close. 
Knee Kick - F, K. 





( 3 ( 1-7 ^ ..' __ 




























.AS VEGAS 


2-2 SALT LAKE CITY 


Gale Racer (known in these parts as Rad Mobile) is one of the first arcade ports released for the new Sega Saturn. System 32 games translate quickly and easily 
onto the SS, sometimes too quickly as a matter of fact, as (in my opinion) is the case here. Why Rad Mobile in the first place, and not Power Drift or Galaxy Force 
is beyond me... they are both better games. 

Bear in mind during this review that this game was totally rushed to make it out simultaneously with the system launch, and is nothing more than a time-killer for 
anxious Japanese gamers. There will be those that come out of the woodwork whenever a new platform is launched, who will judge the system based on this 
unpolished product. Realize the Saturn just came out. Can you judge the Genesis by Altered Beast? 'bluff said. Beware of boneheads. When released here in the 
States later this year, the game will be completely repaired to mimic the arcade game perfectly, according to SOA. 
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THE GREAT PLAINS 


LINCOLN 


CHEYENNE 


KANSAS CITY 


SPRINGFIELD 


ST. LOUIS 


CHICAGO 


across the entire United States, through rain, fog, day 
and night, from LA to New York, while avoiding oncom¬ 
ing traffic, dodging the heat, and trying to stay ahead 
of your rival and the clock. 

Gale Racer starts out with an impressive QG intro¬ 
duction that is almost too ambitious. They must have 
spent a ton of time on this beauty, when they could 
have been cleaning up their graphics. From there we 
go straight to the arcade, with that old-style "log" 
scaling and less-than-impressive "I can see you" 
redraw. Adding insult to injury is the fact that the pro¬ 
grammers don't even do this well. It's as if they simply 
ported it, and then completely dropped the ball. There 
has been no clean-up, and the game has a rough, unfin¬ 
ished feel because of it. Hey, maybe they came down 
with the 'flu after they finished the intro. 

The game is, of course, still fun to play and has its 
moments of glory, but overall GR never really mea¬ 
sures up to the coin-op. The music is great, and with 
the Saturn's 32 sound channels it comes through as 
crisp as a fresh Dorito, (you can turn the engine sound 
down in the option screen) and the control is dead-on. I 
played the game all the way through and kind of 
enjoyed it, but with Daytona (which 1 hear is near-per¬ 
fect) just around the corner, and Ridge Racer blaring 
out of every office here at GF, it was hard to stay 
tuned-in very long. Since the mascots change every 
hundred (from Sonic, to Tails, to Metal Sonic, to Dr. 
Robotnik, etc.) I felt it my duty to become a true Gale 
, Racer. I did, and found out that the ending is as good as 
the beginning. If only the middle was as good, this 
could have been a great sandwich. Instead, I am left 
with only the bread... and maybe a little Mayo to wash 
down my Dorito. PS. This article in no way endorses 
the consumption of Doritos® brand corn chips or may- j 
onnaise as a soft drink alternative. It must be getting 
late... Mr Goo 
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AREA 5: THE RUST BELT 


5-1 INDIANAPOLIS 
AREA 6: THE EAST COAST 


5-2 CINCINNATI 


5-3 COLUMBUS 


P.E09K1 


WASHINGTON 


6-3 PHILADELPHIA 
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THE HUNTER 


AVAIL. NOW JAPAN • REVIEW 

Will you MAKE IT OUT 
AUYE? 


IT IS A DARK AND GLOOMS NIGHT. THE LIGHT OF THE FIRST 
FULL MOON SHINES THROUGH THE DISMAL FOG THAT ENSHROUDS 
IT. SUDDENL]/, A MANSION MATERIALIZES ATOP OF A HILL. THE 
HOWLING WIND SUDDENLY! TURNS INTO THE SOUNDS OF SOULS 
WAILING IN TORMENT. 45 yOU PROCEED, THE TALE OF THE MAN¬ 
SION BEGINS. . 

WHEN THE FIRST VERSION OF THIS GAME CAME OUT ON THE 
MEGA CD A VEAR AGO, I WAS REALLy IMPRESSED ON HOW ORIGI¬ 
NAL AND INTRIGUING THE STORyLINE AND GAME PL Ay WAS. 
NOW, ALMOST A yEAR LATER, THE SATURN HAS ITS OWN VERSION. 
IT DOES HAVE THE SAME CONCEPT AS ITS PREDECESSOR, BUT WITH 
ALL NEW RENDERED ROOMS AND ITEMS, A NEW STORyLINE, AND 
UNBELIEVABLy SMOOTH CINEMAS, THIS GAME IS TOO GOOD TO 
PASS UP! AS yOU WALK THROUGH THE ROOMS AND HALLWAyS OF 


THIS EERIE MANSION,THE STORy UNFOLDS 45 yOU TALK TO THE 
■ ■ ■ PEOPLE THAT HAVE TRADED THEIR SOULS IN FOR IMMORTALITy. — 

ONE CATCH THOUGH..... yOU CAN NEVER LEAVE THE MANSION! 

THE PEOPLE IN THE MANSION ARE PEOPLE WHOM HAVE SEEKED REFUGE FROM SOCIETy. SOME HOW, ^^^^j^THEMAjysiON IS 
PLOTTING AGAINST THEM TO DESTROy IT FOR THEIR OWN PURPOSES. yOU MUST STOP THEM BEFORE ITS TOO LATE VOU INTERACT 
WITH THE SOULS 45 yOU HAND THEM ITEMS, AND ANSWER QUESTIONS FOR THEM. THERE ARE EVEN MUL T J'f^D INGS DEPEND NG 
ON HOW yOU PLAy THE GAME! SO THERE IS NO RIGHT WAy OR WRONG WAy. JUST TRy TO ANTICIPATE’JMSUfPEfTS N&TMOVE. 

GRAPHICALLy, THIS GAME IS 100% SHEER DELIGHT! IT’S AS SMOOTH 45 WATCHING THE LAWNMOWER MAN ALL OVER AGAIN 
ON CD t THE MUSIC IN DH2 WILL SEND SHIVERS DOWN yOUR SPINE AS yOU LISTEN TO THE PALLID MEDLEyS OF THE MANy SOULS 
yOU SPEAK TO. IF yOUR’E INTO A REAL SUSPENSEFUL GAME, AND yOU WANNA' GET SPOOKED 'TIL yOU WIZ IN yOUR PANTS, PICK 1 
UP DH2 FOR THE 54 TURN! OH, ONE MORE THING.... DON’T PLAy IT ALONE! -WAKA 
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8 l|lg«! hHMiW/Ssm \ wfiat the Saturn 
~ can do! PD lets you i 

feel what floating on a dragon’s back would really be like 
with its realistic animation. The backgrounds are super 
detailed and change right before your eyes! The ultimate 3D j 
Saturn game is coming this March! 




Experience a virtual 3D Strategy/ RPG for the 
first time on the Sega Saturn this spring. RPG 
fans will gasp with pleasure when they see this 
game move. It is truly amazing! 


Mr. Yu Suzuki guaranteed us that he wouldn’t let us down with Daytona! Many 
think this is the game that will make or break the system. I don’t know if I’d take 
it that far but a perfect version would be awful nice. 


One of the most popular series in Sega system 
history is back with digitized characters, for the 
most realistic platformer ever created. Here’s 
the latest screens of Shin Shinobi Den. 


; • This popular golf game 

~ 7 S: . will be more realistic 

“ * " than ever on the 

v £ • '* . Saturn. Recent reports 

_ || I f rom tfie developers 

'1 state that you can see 

- ! <K- is529 further down the fair¬ 

ways and the game is much smoother and faster than the original. We’ll 
see. I haven’t played a good golf game since Arnold Palmer. 


cm*)- 


, Bloody but beauti- 

\ ‘ v U- fulgraphics come 

‘if H ^ to life in Van Battle. 

■ ; 'V«n. | / Most of the charac- 

^ ' i -• ters in Van Battle 

{ ., ,4 . w^T,t.v f _ are rendered 

■ •• 1 4 ' :: -w— ! ■ ' beasts, while the 

humans in the game are digitized. The game features multiple endings 
and extraordinary play fields. Little else is known at this time. VB is due 
this Feb. We’ll have a ’ 


Texture mapped polygons meet the Soccer 
genre in Sega’s own Victory Goal this 
January. We’ll review this one next month! 


sure. 
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AVAIL. JANUARY • PREVIEW 


% -—• mwr* | Here at the offices of GF, as the mail pours in, the t~ -~H 

;? K 4 Postmiester has received many letters regarding Sega’s new 

Jr ; *' : ; i' " - i 32X. The system is selling very well, but is receiving mixed ' ■ -33 

r ’w - 1 reviews. Almost everybody is disappointed with the sound, ^ 

and many seem less than impressed with the first few games. 5 

x —v-^— a — Of course, this is inherent of any new system, but is even ^ =_ M 

■'MImI ffl - I |. > more so with the 32X. People are waiting to see those two Wjt' ^ 

|SBS^=^ - 4 SH2’s do there stuff. ff- _JS 

Enter Metal Head, a fully texture mapped 3-D adventure that ■ " a 

puts you in the cockpit of a huge Mech. with four impressive viewpoints. This is by far the most impressive game for the 
new system so far (and wait ‘til you see what’s coming!). 

The game starts out with a lengthy intro, which is fully narrated in clear (though digitized) voice. From there it’s on to 
the options screen where you can select your difficulty, adjust the speed of the soundtrack, (which is surprisingly good for 
the Z-80) and choose either a full motion or standard graphic commander. The game itself revolves around the possible 
overtaking of the world by an evil terrorist organization. Your commander will guide you through each area describing mis¬ 
sion objectives as you liberate each city and area, throwing a major wrench into the terrorists plans. Hey, screw ‘em, we 
don’t deal with terrorists! 

' , MH is extremely diverse and never gets repetitious or bor- 
.IQfj mg. Each mission has a specific objective causing the player 
[ JMm to think differently in each level. So the game play is there. 

The action itself is the best of its kind, so far. By double tap- HMjqp CWvM 
1 Ping, your Mech. can speed along on wheels, so gone is the f 

monotonous clanking around usually associated with these > 

—— types of games. You can actually chase speeding targets, 

changing viewpoints along the way with a flick of a button. ~ 


Once your target is in sight, choose one of several weapons 
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before, the game may seem boring: You 
drive a car around one track... but what a 
track it is! The entire course is rendered in 
hundreds of thousands of godlike, glori¬ 
ous texture-mapped polygons, creating a 




J .i^.vSSw.w^v^w^v.-.v*! Jvt-JJv - - - . . . . 

- 4 P.. T . HE CAR RACING, EXCLUSIVE TO THE PLAYSTATION RIDGE RACER! 
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SETXmjNSTYLE! 

■ troL 


POLYSMALCS!’ 


GO AHEAD... LOAD! 


_„ the way everything looks. The 3D in this Ji wWllii '• 

game’ie^so shockingly perfect so as to truly y J' 

suspend disbelief. \ 5," / i] 

The sound, too, is awesome... the music is all \ \ 

extremely hard-core, excellently-composed rh y/ /j km'i-!' 

techno, and the game (which, by the way, . 

never, ever loads... you can actually pop out. 

the RR CD, put in your own and play the game to your fave tunes) has literally dozens of 
impressive, albeit lame comments from the announcer such as “Whoa!! That was a great 
counter! You must be one genius of a driver... you’ve gotta teach me!!” and “Great job!! I 
got everything on camera so you’ll watch it later, huh?!? You’re the greatest!!” 

What you’ve just read and these still shots don’t even nick the surface of how brilliant 
Ridge Racer is. The only flaws are the lack of tracks and the incredibly annoying 
announcer’s comments, but these are very minor. Sadly, the PlayStation is only available 
in Japan at this time, so if you can track down an import s yste m, please do... never 
• - • ■- 1 — played a game this spectac ular. -Nick Rox 


before have you witnessed, heard, 
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le, with much of it having an 80’s arcade game sound. The tunes actually us< 
id it seems more than capable of handling great music : evew!®|g| 
SpP^^TOespeech, but most of it is so annoying or lame as to make you des 

HBRlO) is a fair PS title, it definitely proves the system can handle good 2-D g3 
I’d like to think of Nekketsu Oyako as the PlayStation’s DJ Boy or Final Fight - flav 
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guins, evil American Eagles, sultry riisembodied lips, sinister cherubic pigs, Vegas showgirls and even 
-A Eas,ep lslanfl idols - Playep cl,apacleps were eaual| V hizarre... you could choose from a cute SD version of 
, JSp 3 the Vic Viper, an octopus, a penguin or Konami's trademark Twinhee. 

Needless to say, the game was wildly popular and spawned several home versions for the Famicom, 
K Super Famicom, Gamehoy and PC Engine. A sequel seemed imminent, but was not released until 
early 1994. Ultimate Parodius was a worthy sequel to it's predecessor, but it ran 
on virtually the same hardware. Basically, Ultimate added more of the same wacki- 
ness hut teatured many ot the same enemies and player character as It's Parodius!! Jr 

The PlayStation version of Parodius is a perlect conversion ol these two arcade games, with the w AQ i 

main ditference being the addition of excellent arranged tunes from (of all the choices for a shoot- M.—y 
er soundtrack) the Nutcracker Suite. The shooting action itsell is actually quite hard, a strange 
contrast to the game's cuteness and surrealism. If you're searching for a severely, er, different > , 

shooter, than go for It's Ultimate Parodius!!, but I wouldn't huy a system over it. -Nick Rox 













































as well, and although they don't change frequently enough, you'll never get tired of looking at them. 

Now, let's talk about gameplay. Using your weapons too quickly to annihilate nasty space beasts uses valuable gun power. Once your gun power runs out you cannot 
attack (uh-oh). There are gun-power capsules placed throughout each level, but they're scarce, and must be saved to kill the bosses who move quickly and show no 
mercy. You will need max gun power and special attacks for almost all of them. Therefore, you must use Liza while exploring each massive maze, because her sword 
attack is unlimited. The problem is, she can only strike when close to an enemy, so you almost always get hit. You can heal yourself, hut medikits are as scarce as gun 
power ups. As you progress in the game your Gun Power goes up, so this eventually becomes less of a problem, but patience is needed throughout levels one, two, and 
three. Basically, you need to know each level like the back of your hand to clear it. If you’re the kind of gamer who loves to map, and savor a long challenging dungeon 
aii.iQiit.ma than .mm imia this tmitip Rut if unn'PP innkinn fnn a 'nnnm' stvie shaotinn feast, look elsewhere. The role-playing elements definitely take the front seat in 
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Jag owners aren’t exactly weighed down with 
action/platform titles these days, in fact, Zool 2 


(which was just released) is the only one avail- 
fV* 1 able besides the tale you see here. Fractured, 
F'J* Furry tale that is. Bubsy fans were no doubt let 
• •- way down with the release of Bubsy 2, which 
_ fF _ was one of 94’s biggest catastrophes. Bubsy on 
w the Jag is better than that, but still, is far from 
j. coming anywhere near 64-Bit Interactive 
_-ry* Multimedia. One look at Clockwork Knight will 
\..w m clarify that. What this is, is a redesigned version 


y« of the first adventure, with more color, (lots 
w‘. more) better music, and more levels. Not that 
* /" this game is as good as the first Bubsy, it’s not. 


Wjh Not in execution at least. Bubsy himself starts 
r ■ out painfully slow. He eventually gets going, but 
once you hit the brakes, you must once again, 
r' BK i lumber slowly to a trot. The overall control is 


horrendous and somewhat glitchy. The levels 
are cleverly laid out and quite vast, but offer lit¬ 
tle in the way of interesting enemies, and feature 


jijFgj ultra-lame bosses, now a Bubsy tradition. There 
w are virtually NO special effects in this game - 
nada! - and only ONE SCROLL! OUCH! The 


‘t r nada! -,-- 

!*P Genesis can do six! Similar games on the 
1 ? ~m Genesis, like Contra, Headdy, Gunstar, EWJ etc., 
' 1 g f m run circles around this game, and that ain’t 
■Vj right. Overall this is a playable game that most 

* > Jag owners will accept, being that games are so 
■F_* scarce, but it certainly does not help Atari’s 

* ps cause. This 64-Bit system better start showing 
r r us some 64-Bit quality, because the competition 

is coming fast. Personally, I have high hopes for 


Battlemorph and Rayman, but besides those I 
.FjjW see little to get excited about. 1 hope the upcom- 
r ps ing CES holds some surprises. I really like this 
hardware, and with more systems out there than 
the 3DO, (which has great games 
V like SF2 and Starblade) there is 

no reason why Atari can’t get > , . 

wui. some quality titles made by 
f i some reputable developers. This 
Euro-Amiga-junk is wearing thin. 

-Takahara 
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you how nice it is to get behind a quality 
original title like this one. I hope that ‘95 
holds many surprises as good as Rayman. 
One thing is for sure, the Jaguar really needs 
some high profile platformers, and I can’t 
think of a better start. -Takahara 


with play mechanics galore, tons of humor, vertical 
and horizontal elements, lots of jumping, climbing, 
and flying, and one of the most creative casts of char¬ 
acters I have ever seen. We are working closely with 
UBI Soft on this one, and will be bringing you updates 
as often as possible on all three versions. I can’t tell 
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PANASONIC • 3D0 Y AVAIL. NOW • RGVIGW 


Thankfully, being the cool folks that they are, Namco 
has completely 32-bitified Starblade for the 3DO and 
Playstation. Sporting modern texture-mapped enemies 
and scenery (although you can choose the original flat- 
shaded version if it is your desire), the new Starblade is fit 
to do battle with today’s 32-Bit won¬ 




ders. 

Basically, Starblade will probably 
appeal only to fans of the arcade ver¬ 
sion. No amount of hyper-fancy tex¬ 
ture-mapping can hide the fact that this 
is an ultra-short point-and-shoot with 
only one form of attack. There is hope, 
however: the very fact that Namco is 
now programming games for the 3DO is 
reason enough to rejoice. Imagine a 
3DO version of Attack of the Zolgear, 
Ridge Racer or Solvalou...could they be 
far away? -Nick Rox 
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DIEjTHNCE 


ARCADG VERSION 


TEXTURE MAPPED VERSION 


1st Annual Armchair Fishing Tournament • BIG Prizes • BIG Fun • 
Coming February 1995 • Look for Details on TNN® Outdoors® in January 



TOURNAMENT 

CHAMPIONS 



• 6 LAKES WITH HUNDREDS 
OF FISHING SPOTS 


• ALL SEASONS AND 
WEATHER CONDITIONS 


• 3 TRUE-TO-LIFE ACTION 
PACKED TOURNAMENTS 


• STUNNING GRAPHICS 

• CHOOSE FROM A WIDE 
ASSORTMENT OF LURES 
AND GEAR 


• ENDORSED BY 
ROLAND MARTIN 


Visit your local dealer, - 

or order with your credit card by calling 1-800-227-7776, (24 hours a day) ask for Dept. NK 16. Request itei 
N949-882 for Super Nintendo or item N949-883 for Sega Genesis. Shipping and Handling additional. 

Offer expires April 30, 1995. • 

lintendo™, NinCTB^ertainment System™, and Super Nintendo EntertainmentSystem™ and the official seals 

America Inc. Seqa™ and Genesis™ are trademarks of Sega Enterprises, Ltd. ASC™ is a trademark of American Softworks Corporation. TNN® and the TNN® logos are register 
- . a;— i tmm Dn«r Tmimgmont rtf rhamninncTM are RAr\/irp marks of Ooivland USA Inc. ©1993 CEG Partnership. All rights reserved 
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Get your quarters ready...Nintendo is 
back in the arcade scene! This time 
unveiling the first ever 64 bit fighting 






By the miracle of SGI, Rare has been able to create extraordinary graphics and animation tor the characters and back¬ 
grounds. Flawless line scrolls and seamless scaling. This game has it all! Not to mention, Kl is loaded with over 40 super 
smooth SGI animation sequences which leave you in awe! After playing for about 10 minutes, you will probably be saying 
the same thing I was...”l can’t believe these aren’t real actors!” On top of great visuals, Nintendo has managed to create a 
phenomenal techno based soundtrack which leaves you wondering about only one thing...When can I buy the CD? 

Similar to most other fighters, each of Kl’s unique 11 characters possesses anywhere from 4 to 8 special moves as well 
as a couple of supers. However, Kl is far different than any other lighting game, in the sense that many strategies Me within 
the combos...LARGE combos! Sometimes over 30 hits! But don’t worry...Combos aren’t invincible. A new type of tech- 
nique is introduced in this game. This is known as a Combo Breaker. Each character has one special move which can be 
performed during an opponent’s combo, stopping it. A pro at combo breaking will give an opponent second thoughts about 

pumping out long combos. 


My one complaint deals with the 
complexity for beginners to learn. 
“Combo? What’s a Combo? ”, can be a 
frequent response from a rookie who 
asks you how to play. Overall, I feel that 
Killer Instinct will draw large crowds of 
fighting game fanatics as well as new 
ones dazzled by the quality of this SGI 
masterpiece. Hopefully, Nintendo’s 
recent visit to the arcade will be a per¬ 
manent one. 











ujzauu y&m# 


FULGORE 




152550 OPECH 

!> 1 > gPINRL 120000 

^ l 

. n 

>3 • 

f> 

. ../ # 

g|W . 

— 1 i\' 

w • 4 - 

/ - 

" / \ 

f • 

' “* *j 

, \ 








RfFTC'P pRESS START V 


OLPfcCH 


PRESS START EVEDOL 








Ui3StlO «£VfW, 


'tffifr JJ 5(230 


000000 THUNDER 


INDER 
































Gndoku Ken - 4* Punch 

Dragon Punch - -»4< ^ Punch 

Wind Kick - i Kick 

Beam Sword - Fierce Punch 

No Mercy I - «--»■» Quick Punch 

No Mercy II - f-f--»-» Medium Punch 

Ultra (Only during combos) - Quick Kick 

Ultimate (Only during combos) - 4< Fierce Punch 

Humiliation - 4> <^f- Medium Kick 

Wind-Up Punch - Hold Fierce Punch 2 sec., release 
Dashing Straight Punch - Hold Fierce Punch 
Rolling Groin Punch - Hold F-, -* Medium Punch 
Backhand - Hold F-, -* Quick Punch 
Short Flying Knee Smash - Hold F-, -* Quick Kick 
Vertical Flying Knee Smash - Hold -» Medium Kick 
Long Flying Knee Smash - Hold F-, -» Fierce Kick 
No Mercy I - «--»-» Medium Punch 
No Mercy II - f-kt 4< Fierce Kick 
Ultra - Hold F- Fierce Punch 

Cougar Morph - Hold F-, Punch 

Whirlwind Kick - - Hold F-, -» Kick 

Sabre Dance - ^ 4- Punch 

Laser Shuriken - 4- Punch 

No Mercy I - f-f —Quick Punch 

No Mercy II - -»4- * f- Quick Kick, Fierce Kick. 

Ultra - Hold Medium Punch 

Humilation (Only when energy is green) - 4/^^ 

Fierce Punch. 

Ultimate - ^^4- Medium Kick 

Claw Uppercut - 4< Vi Punch 

Teleport - «-4» * - Punch or Kick 
Aura Bolt ‘4^ - Punch 

2 Aura Bolts - F-F-tf 4^-* - Punch 

3 Aura Bolts - -»«-«-* 4/ - Tap Punch 

Gye Beam - 4> - Kick 

Reflection - 4< F- - Punch 

Slide - Hold F-, -» Kick 

No Mercy I - f-i£ 4< Fierce Kick 

Ultra - 4- * Quick Punch 

Ultimate - -** 4< <^«- Medium Kick 

Humiliation - f-i^ 4< - Medium Kick 

Flaming Tomahawk - Hold -* Punch 

Sammamish - -> Vi 4 * f- Punch 

Flaming Pheonix - F-k' 4 V-» - Kick 

Tomahawk Dive - 4^* «- Fierce Punch in the air 

No Mercy I - Fierce Kick 

No Mercy II - 4* i^f- Fierce Punch 


Ultra - Hold -» Quick Punch 
Ultimate - Medium Kick 

Dash - Hold Punch 
Leap - Hold F-, Kick 
Fireball - 4* **- Punch 
Flame - -* ^ 4> Fierce Punch 
Spinning Tail - 4- - Kick 

No Mercy I - 4- Medium Punch 

No Mercy II - 4* Medium Kick 

Ultra - Hold f-, -»• Quick Kick 

Dashing Shield - -»-» Punch 

Glowing Blade - Hold -» Medium Punch 

Teleport - 4 4 Quick Kick or Fierce Punch 

Aura Shield - Hold e, Hold Quick Punch 

Flaming Skull - Punch after blocking a special 

move with the Aura Shield. 

No Mercy I - f-f-f- Medium Kick 
No Mercy II - -*f-f--» Quick Kick 
Ultra - f-i^ 4 Fierce Punch 
Humiliation - f-i£ 4* Fierce Kick 

Pouncing Uppercut - Hold F-, -» Kick 
Twirl Swipe - Hold F, Punch 
Bat Toss - 4- Punch 
Howl - 4/ Fierce Kick 

No Mercy I - f-f —* Medium Punch 
No Mercy II - f-f-f- Medium Kick 
Ultimate -f-i* 4 ^ -» Fierce Punch 
Ultra - F-» Quick Kick 
Humiliation - Quick Punch 

Flaming Comet - Hold -» Punch or Punch 
Inferno - -»-» Kick 
Fireblast - Punch 

Vanish - -^^f- Medium or Fierce Punch 
No Mercy I - f-i^ 4* Quick Kick 
No Mercy II - f-f-f- Medium Punch 
Ultra - Hold f- Fierce Punch 
Humiliation - -»^i4<^f- Medium Kick 
Ultimate - Medium Kick 

Shoulder Dash - Hold F-, -» Punch 
Ice Pick - 4» Quick Punch 

Liquify - 4< Kick 

Bounce Blast - 4< Punch 
No Mercy I - 4 1 * f- Medium Kick 

No Mercy II - f-i^ 4 ^Medium Punch 
No Mercy III - f«-f- Fierce Kick 
Ultra - Hold F-, -» Fierce Punch 
Ultimate - 4- f- Quick Punch 
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^ <- SLASH 
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4, SLASH 
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PRESS ANy BUTTON 
WHILE ON MAMA HAH 


JUMP ON MAMAHAHA 
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WHILE ON 


NOTE; 

I MOVES WITH 
' MUST BE 
I DOSE WITH 
| WEAPON 


FAT CHAINSAW* 
PRESS SLASH RAPlDty 


FAT copy 

4- A OR 


FAT REPLICA ATTACK 
4,1^4- B+c+D 

HAOHMARU 


NAKORURU . 


N1NPO: EIBWAND BACKSTAB 
Ef + C+D 


TENHA TWIN 

4 ^ ^->*-4 


APEFHTI KAMWI RIMSE 

'atu'<r->t^ i B+C 
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The Nintendo Gameboy will no doubt go down in history as the worlds most loved portable 
game system! Here is one more reason to hang on to that little-sucker... It’s Donkey Kong 
Land! SGI graphics on the gameboy you ask? It’s true! This 4-meg cart looks and moves just 
like the real thing and comes housed in a' cool ydjlow cartridge. Now all we need is a Virtual Boy ver¬ 
sion! Donkey Kong Land will make its debut at the CES in Las Vegas. mi l bring you an in depth review 
as soon as we get the AOK from NOA. See you t^iertk-HOH WL 




























TECMO SUPER BOWL II; 

Special Edition 

Tecmo will be releasing TECMO SUPER BOWL II: Special Edition just in time for Super Bowl 
XXIX. This is a Special Release and is available for a limited time only and in very, very limited 
quantities. Don’t miss your chance to have this limited release item. Reserve your copy now!! 

CHECK OUT THESE AWESOME FEATURES! 

STANDARD FEATURES SPECIAL EDITION FEATURES 

• For one or two players. • Player trades. 

• All 28 NFL™ teams. • Changeable defensive formations. 

• Fake punt and fake fieldgoal plays. 

• Quarterback audibles. 

• Auto schedule (updated every year based 
on previous year’s record). 

• Twice as many offensive plays. 

• More realistic sound. 

• Larger simulation of field. 

• More realistic simulation of players. 

• Spinning, dragging action added for more 
realistic movement of players. 

• Maximum record-keeping capability with 
back-up battery. 


• Real players, endorsed by NFLPA. 

• Three year roster and schedule 
(18 weeks each). 

• Team, player stats and data. 

• Weekly standings. 

• You call the plays. 

• Player substitutions. 

• Tournament-style play. 

• Create your own Pro Bowl. 

• Weather factors, fair, rain or snow. 

• New cinema screens. 

• Speech and music. 

• Dive play and touchbacks. 




Reserve a copy at your 
favorite game store today! 


I NFL Shield Design are trademarks of National Football 


of the National Football League Players Association 


Gather your friends together for your own Super Bowl Party. 
Get Tecmo Super Bowl II: Special Edition and GO FOR IT! 

w GENESIS atm; 
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I recently paid a visit to Crystal Dynamics’ 
Palo Alto, CA headquarters for the unveil¬ 
ing of their new “Championship Sports” 
lineup. After talking to them at length about 
their upcoming 32-bit basketball and baseball 
games (both scheduled for release in ‘95), and 
taking one stomach wrenching helicopter ride 
to the Oakland Coliseum to see the Warriors 
play Houston, 1 began to think a little bit about 
what ‘95 has in store for sports gamers. Here’s 
a little peak into my crystal balL.The early part 
of ‘95 is pretty well known. The Genesis and 
SNES will continue to dominate the sports 
game market, as far as sheer quantity of titles 
released is concerned, with Sega’s 32X making 
its presence known with Fred Couples Golf, 
World Series ‘95 and a college basketball game, 
all from Sega Sports. Toward the latter part of 
the first quarter, and into the middle of the 
year, the 3DO is really going to come into its 
own. Just look at these titles...Crystal’s new 
basketball game, with a great, scaling, third 
person perspective a la “Run & Gun” in the 
arcades, EA Sports’ La Russa Baseball, NHL 
‘95 and NBA Live ‘95 which, based on the 
incredible FIFA Soccer, should be amazing, a 
new golf game from Panasonic/T&E Soft and 
many others. Later in ‘95, we will begin to see 
Play Station, Saturn and, hopefully, Ultra-64 
sports titles appearing on retailer shelves. 
Crystal’s baseball game, featuring a real-time 
3D, polygon based environment, will be avail¬ 
able for all of the advanced platforms. EA 
Sports is rumored to be cooking up Play 
Station and Saturn versions of Madden (which 
means you can probably expect a new 3DO 
game as well) and, of course, Sega Sports and 
Tecmo will also be launching advanced plat¬ 
form titles in ‘95. What does all of this add up 
to? Many, many...many sleepless nights for 
Talko and Dr. E in ‘95,1 can assure you...See 
you next month. 


TECMO SUPER BOWL B 




It would be easy to dismiss “Tecmo Super Bowl 2, Special Edition” as 
a “last generation” product. It doesn’t have the “reach out and grab 
you” visuals of some of the newer football engines and the game has 
been around since Reagan was in the White House. 
(“Well...Nancy...tell that Ollie fellow that I’ll be with him in a moment- 
those infernal Cowboys have my ‘Skins do\NY\ by six and I’m in the red 
zone.”) This would be a mistake. 

TSB2 is a beautiful game. It is a little short on arcade style action, 
but that is consistent with the 
product’s history. What makes 
it a winner, and the best game 
of SNES football as well, is the 
depth of the simulation. The 
computer is a great opponent 
and it does things that other 
(and their computer Al) 
don’t. For example; computer 
controlled ball carriers run out 
of bounds when they know the 
clock is running down, the com¬ 
puter offense is always calling 


audibles and reacting to your 
defensive sets before the ball is 
snapped, and the computer 
controlled defense can smell a 
third and long a mile away! It is 
very rare indeed, in a video foot¬ 
ball game, to see a “Mad Dog” 
blitz baring down on you, full 
speed ahead, with absolutely no 
chance of getting the pass off! 
In addition, the clock is set to 
perfection and five minute 
quarters are just long enough 
to create a perfect statistical 
and scoring simulation. The 
designers at Tecmo obviously 
LOVE football, because they 
have left no detail out and 
aspect of the real game 
seems to have been scruti¬ 
nized. (cont’d on next page) 
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done, it is the quali¬ 
ty of the CAME that 
matters most, and 
that is exactly what 
Tecmo delivers. 


TECMO 
2 PLAYER 
16 MEG 
NOW 
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gameplay feast for the mind and 
the trigger finger. A game that, 
while seemingly simple in nature, is 
full of depth, challenge and fun. 
They named it “Special Edition” for 
a reason-the manufacturing run is 
limited and only those that are at 
the store early to pay will play! 
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With all of the excitement sur¬ 
rounding the latest, greatest tech¬ 
nical improvements in a Genesis or 
SNES game, and the pending 
release(s) of the next generation 
systems, a title like Tecmo Super 
Bowl 2 won’t get much ink-but it 
deserves it. When all is said and 
done, it is the quality of the GAME 
that matters most, and that is 
exactly what Tecmo delivers-a 
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NOW YOU’RE ON FIRE! 
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are fast and com¬ 
petitive, The only 
negative is the wee- 


Although the graph¬ 
ics don’t really break 
any new ground, the 
overall design of the 
product is good 
enough to place it in 


the players r 
back to the bas 


ing that they 
change it. 


•Title: ATP Tour Championship Tennis 
•Publisher: Sega Sports 
•Platform: Genesis 
•Media: IS Meg POM Cart. + Sattery 
•Available: March *95 

•GameFan Sports review: March *95-Volume 3, Issue 3 
•Features: 

ATP Tour license; Exhibition, ATP and ATP Senior Tour 
Championships. All ATP pro’s are included; Michael 
Chang, Michael Stich, Pete Sampras, Ivan Lendi, etc. 
Statistics are saved throughout the season, including 
both individual winnings and tournament statistics, 
and players create their own competitor, instant 
replay with slo-mo 


•Editor’s Notes: The preliminary version of the game 
looks fantastic. The power game is like the real thing, 
and the matches 
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Genesis Previews 



•Title: World Series Baseball ‘95 
•Publisher: Sega Sports 
•Platform: Genesis 
•Media: 24 Meg ROM Cart. + Battery 
•Available: April ‘95 

•GameFan Sports review: March '95-Volume 3, Issue 3 
•Features: 

MLB and MLBPA licenses. All-time greats, both AL 
and NL, including Babe Ruth and Ty Cobb, all 2d stadi¬ 
ums fully reproduced, including all of the new ball 
parks, full season play with individual, team and 
League Leader statistics, drafting and trading of 
players, improved music and sound with TWO announc¬ 
ers, new batter/pitcher animation and interactive ball¬ 
parks. 

•Editor's Notes: I thought the original was close to 
perfect. ‘95 looks better. I can hardly wait to drive one 
off of that warehouse behind the right field seats in 
Camden and watch it drop into the crowd. We expect 
BIG things from this title! 
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A Happy New Year! Thanks so much for reading Japan 
Now in 1994. I’ll bring even more rumors and exclusives in 
1995 to everyone who loves this section, so please keep in 
touch! My most recent trip to Japan was to cover Nintendo’s 
Shoshinkai show on Nov. 15th, but I decided to stay on until 
Dec. 3rd to pick up the PlayStation and Saturn for our twenty 
staff members. After lunch on Nov. 22nd (the Saturn’s 
release date), I headed into Akihabara, Tokyo’s electronics 
district, only to find the entire first run of 100,000 Saturns 
was sold out! I decided not to make the same mistake get¬ 
ting PlayStations, so I asked a game salesperson advice on 

. ._ _. buying one. He told me to get in line a day before the release 

. e tQ 'ensure getting one. Following his advice, TJ and I got in line at midnight, awaking to find that we were only 
allowed to buy one per person! Luckily, Sony distributed the PS to record stores, so we were able to get several at Tower 
Records. Our twenty staff members really ought to thank me for this because they had great winter vacations! 


' ° n November 15th, Nintendo held their annual Shoshinkai con- 

In4' vention at Makuhari Messe. The Shoshinkai is usually held in the 

" - i W r summer, but Nintendo decided to postpone it until Super Donkey 
f L j Kong (DKC) and the Virtual Boy were complete. In last month’s 

' , J Other Stuff we showed the Virtual Boy, now that I’ve played it, let 

me comment. Even though the system I played was less than’ 

. . , . . 100% complete, I thought it was pretty cool. The 3D effect is cer- 

r'H V H ,V a Peopl | who J ova the Game B °y wil1 sorely enjoy this twice as much, since the Virtual Boy is essentially a one- 
tem To Ve ma " y ° ther opinions ’ to °’ and most people felt was the ultimate portable gaming sys- 

tem. To be portable, however, the system must be strapped to your body... and then you can’t see!? 

Trinnor d rou! h M "? any !_ other s ^ on g SF titles were shown. The most popular seemed to be Square’s Chrono 

JnH T f h 1 ^ th) ’ S Dragon Quest Vl ( re,ease date unknown), SunSoft’s Albert Odyssey II (out in December) 

vear? h Ta k tlCS ° 9re (re ease date unkn °wn)...all RPGs. The only other genre that seemed as popular as RPGs at this 
year s Shoshinkai were puzzle games... Perhaps 1995 well be the year of the puzzle. 
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Many of you may remember the 
Capcom home system I mentioned a 
few issues ago... Capcom of Japan 
has finally announced it! Called the 
CPS Changer, the system plays modi¬ 
fied Capcom arcade PCBs only. The 
system uses regular Super Famicom 
controllers and goes on sale January 15th, along with Dynasty 
Wars II, Slam Masters and SF2 Turbo. Two packages will be avail¬ 
able: the Triple Set (S399), which comes with the CPS Changer, SF2 
Turbo and a Capcom Fighter Power Stick, and the Double Set 
($340) which contains the system and the game but no controller. 
Unfortunately, the system is available though mail-order only, so 
SF2 freaks will have to call Capcom of Japan to order one! 


SPECIAL K’s LAST MINUTE INFO 


new systems are released in Japan, most large 
publishing companies hurry to produce magazines for 
So far, there are thrbe Saturn Magazines and three 

PlayStation magazines. Japan certainly seems to be step- Behold, Sega of Japan’s coin-op division is ready to launch two new 
ping up to the next generation in hardware quick! titles, Golden Axe: the Duel & Sega Rally Champion. Chances are 

good (practicaly etched in stone) that both titles are Saturn bound. 

h JJ a A r th , at u r? M ' knOWn RPG maker has signed on t0 d0 300 games! I can’t say the name yet, but it’s not that 
SiteH TK^ PP e * h T " c .f, ns , ed their Apple Macintosh chipset and OS to Bandai, to be used in a home game system 

called Pippin. This system will play all available Mac CD-ROMs, as well as games designed specifically for the system The 

“/ Uii .' SU ' 8 “"f' which uses a l ° w - end '' ersi< >" °<« °'9h- e nd PCs chlpseteTndOS sps££ for 
playing games. No word yet on the release date. H y 
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LOOK FOR Till; SPECTACULAR ALIEN SOLDIER REVIEW NEXT MONTH! 
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Treasure’s latest IVlegadrive 
masterpiece is Alien Soldier, 
and it’s already being 
labeled the most amazing 
16- Bit game ever pro¬ 
grammed. In AS you control 
an alien named Ipsilon 2 
who's chasing a band of pirates across the galaxy, and they’ve just land¬ 
ed on Earth! In his fight against the space pirates, Ipsilon 2 can utilize 
several special moves, like the ability to hover, the Counter Force, which 
changes enemies’ bullets into items, and the Zero Teleport, which 
allows you to teleport quickly Irom right to lelt. There are also six types 
of weapons at your command, with four being available at the beginning 
of the game. The action in AS is much like Gunstar Heroes, with the main 
difference being the fact that each stage has at least SIX mid-bosses! 
Alien Soldier will be out on February 24th. 
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PAN NEWS network JAPAN NOW SPECIAL FEATURE! 



Light Crusader (formerly known as Relayer), is to be 
Treasure's last Megadrive game, and it's looking to 
be the best! In this quarter-view action RPG you 
assume control of a knight named David, who can 
mix the elements of Earth, Fire, Sky and Water to 
create magic spells. Little is known about the sto¬ 
ryline, but Treasure has announced that they'll be 
making ample use of polygons and builder sprites 
to flesh out the game's quarter-view environment. 
Stay tuned to JNN for future details. 
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2. THAT AEROSMITH GUY 

3. YOUR FAVORITE “TONSIL 
HOCKEY” PARTNER 

4. GENE SIMMONS OF KISS 

5. SHAG’S SIZE 22 HI-TOP 


THl PRIZES!] 

* ADAMn DDI7CI I 


GRAND PRIZE! 

1 GOLDSTAR 3D0 
UNIT! 


TONG 


1. ALL WHO CALL (415J-473- 
3434 WILL RECEIVE AN INTER¬ 
ACTIVE SAMPLER DISC FROM 
CRYSTAL DYNAMICS FOR 
$5.95 (FOR SHIPPING AND 
HANDLING). HAVE YOUR 
CREDIT CARD READY WHEN 
YOU PLACE THE CALL. 

2. SEND IN YOUR #1 
HALL OF FAME ANSWEI 
3X5 POSTCARD. PLE 
INCLUDE YOUR N 
AND PHONE NUI 


DIEHARD GAMEFAN 

5137 CLARETON DRIVE, SUITE 210 
AGOURA HILLS, CA 91301 


10 FIRST PRIZES! 
YOUR VERY OWN 
COPY OF GEX ON 3DO! 

50 THIRD PRIZE 
WINNERS GET A GEX 
T-SHIRT! 

CRYSTAL DYNAMICS 3D0 
INTERACTIVE SAMPLER DISC. 
CONTEST ENDS MARCH 31,1995. 


(it 0(iMre«f of U6U stuff) 

CONTEST RULES: ALL ENTRIES MUST BE RECEIVED BY MARCH Jl, 1995. DIEHARD GAMEFAN OR CRYSTAL DYNAMICS ARE NOT LIABLE FOR LOST OR MISDIRECTED MAIL. ONEENTRY TER PER- 
SON. NO mam; NECESSARY TO ENTER, a RANDOM DRAWING OF All ELIGIBLE ENTRIES WILL BE CONDUCTED TO AWARD Till; PRI7 .es. AND Till; WINNERS WILL HE NOTIFIED BY APRIL 
m I 99 S. PRIZES ARE NOT TRANSFERABLE. ILLEGIBLE OR INCOMPLETE ENTRIES ARE INELIGIBLE. ALL STATE, FEDERAL TAXES. IE .IV). ARE THE RESIVNSIBII.il ) OE mimilELALm- 
NER(S). ALL JUDGES DECISIONS ARE FINAL ALL PR17.ES WILL BE AWARDED. VOID WHERE PROHIBITED OR RESTRICTED BY LAW. ALL FEDERAL STATE. AND LOCAL LAWS AND REGUMTIONS 
APPLY. EMPLOYEES OF DIF.IIARl) GAMEFAN OR CRYSTAL DYNAMICS AND THEIR AFFILIATES ARE INELIGIBLE TO ENTER. CRYSTAL DYNAMICS AND DIEHARD GAMLEAN RI.SLR\t IIIL R U I 
TO CANCEL THIS PROMOTION AT ANY TIME WITH APPROPRIATE NOTICE. FOR A LIST OF MAJOR PRIZE WINNERS. A YAILABLE AFTER MARCH 31.1995. SEND I SLIT-ADDRESSED, ST AM I El 
ENVELOPE TO TONGUE CONTEST WINNERS. 5137 CIARETON DRIVE, SUITE 2111. AGOURA HILLS. CA 91301. WINNERS NAMES. I.IRENI-SS, AND PRIZE INFORMATION MS) BE USED BY CRYSTAL 
DYNAMICS OR DIEHARD GAMEFAN FOR ANY PROMOTIONAL OR ADVERTISING PURPOSES WITHOUT FURTHER COMPENSATION. CRYSTAL DYNAMICS AND GEX ARE TRADEMARKS 01 CRYSTAL 
DYNAMICS. 3D0. THE 3D0 LOGOS, AND INTERACTIVE MULTIPLAYER ARE TRADEMARKS OF THE 31)0 COMPANY, i 0994 CRYSTAL DYNAMICS (ANTILLES) fl.V. ALL RIGHTS RISER) ED. 














Welcome to 1995! This is the year ot the next genera¬ 
tion machines and the end of 16-Bit as we know it. 
l But before all you die-hard game fans out there 
sell your tried-and-true 16-Bit hardware, the 
\ best games ever for your SNES and Genesis 
V will almost certainly be released in ‘95. For 
starters, Nintendo has an out- 
1 SB aMMa standing 16-Bit software lineup 
i m for the Winter CES in Las Vegas, 

f £ iriBsi EXp The big game of the show will 
- > undoubtedly be , a 2- 

player, 16-Meg FX chip blastfest 
with non-linear levels. 
Nintendo's two other FX titles 
the 16-Meg-or-higher , seen in the 


last issue, and a 2-player military shooter developed in the US. 
Fighting Polygons is reputed to have anywhere from six to eight characters and uses the new FX chip to process 15 000 polygons 
per second! Nintendo will of course have four other titles on display, not counting their games. 

Now let s move on to the Los Angeles-based Electronic Entertainment Expo, or E3. E3, which begins on May 11th, will he the show 
where the will dehut. Nintendo will be showing three to five Ultra titles from Japan, and between 

five and seven titles from America. TWo of the Japanese titles will be and an early demo (20-30% complete) of 
Another Ultra title I've heard about is . This 64-Meg cart is being developed through an exclusive, joint agreement 

between Nintendo and Dallas-based , Inc. Paradigm Simulations, a well-known developer of real-time flight 

simulators for NASA and the military, will work directly with a creative team headed by on the Pilot Wings 2 

project. “Paradigm Simulations will provide Mr. Miyamoto and his Nintendo development team with the best technical knowledge 
in the 3-D virtual reality industry," said Ron Toupal, the President of Paradigm. Pilot Wings 2 is slated for November ‘95. Other 
Nintendo Ultra games at E3 will be . Acclaim will be showing and 

for the U64. For SNES we ll be seeing a 16-Meg/FX chip sports game and the oft-rumored, 24-Meg Miyamoto FX 

title. Last but certainly not least, will he the first ever. The title is final, but I can't say very much. About 

all I can say is this.Jf you thought the graphics in DKC were awesome, you ain't seen nothing yet! 

NOW FOR SOME . I was recently chatting with the head honcho at Bally/Midway, Ed Boon. He told me that MKIIl will be test¬ 
ing in February or March ol ‘95, and that there will be a total of 14 characters. MKIIl will utilize the same type of digitization seen 
in the previous Mortal Kombats, but the game will now feature a Killer Instinct-style mega combo system. The real shocker, how¬ 
ever, is that the game won t use Sony's PlayStation hardware. The game will instead use the MKII hardware, but with more RAM 
and new graphics chips. Speaking of graphics, Ed Boon told me the MKIIl graphics should blow away those seen in MKII by a 
mile. MKIIl will be released for the PlayStation in October ‘95, but get this: the Ultra-64 version is slated for February ‘96 and will 
weigh in at an incredible 96-Megs! Also in February will be 32X, 32X CD, SNES, Genesis, and Sega-CD versions of MKIIl. Rumor 
has it a 3D0 version will spring up sometime in *96 too. Also, check out these exclusive character sketches of 


IN OTHER NEWS: Konami is reputed to he working hard on a new for the Saturn and PlayStation, which should be 

available in 4th quarter ‘95. The previously announced 32X version has been canceled. As for Ultra-64 Konami games, don't 
expect any until early ‘96. Another Konami rumor I’ve heard is that they may not do any 16-Bit games in ‘95 and beyond Fine 
by me! 

IN SEGA NEWS: SOA will debut the new aptly named at the upcoming WCES in Las Vegas. The new 

comho will sell for a very reasonable $200.00. This should lure some new users to the Sega party. Speaking of the 32X, GameFan 
was recently paid a visit by the entire staff of . These ultra talented developers showed us a brief glimpse of 

for the 32X. The game murders anything we have seen on the system to date, and proved to us that the 32X can and will 
show its true colors in ‘95. Scavengers sound engineer has his work cut out for him, but assures us that he can make the system 
wail. Hopefully, other third parties have similar games in the works. We ll keep you posted. On a sadder note, Sega will not be 
bringing out the much anticipated first 32X Sonic game titled 

. This game will only see the light of day in Japan, 


this Summer. Sega will be bringing a similar title out starring 
around Christmas ‘95. By the way, the 32X is 100% 
compatible with the import system, without a converter! Looks 


like SOA is finally gonna' let us 
have our imports, it’s about time. 
Sega also stated once and for all 
that the Saturn will not come out 
until late ‘95. Sega’s 16-bit hand¬ 
held however, will most likely be 
out much sooner! Well, that’s the 
news for now, see ya' next month! 
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SUBSCRIBE TO 


GAMEFAN FOR JUST: 


§ 24 " 


(12 ISSUES) 


SEND YOUR CHECK OR MONEY ORDER TO: 

DIEHARD GAMEFAN 
5137 CLARETON DR. SUITE 210 
AGOURA HILLS, CA. 91301 

OR CALL: 

1-800-454-2637 

PLEASE HAVE YOUR VISA OR MASTERCARD READY 

Canada and Mexico orders add $10.00 • All other foreign orders add $20.00 US funds. 
Allow 6 to 8 weeks for your first issue. California residents add 8.25% sales tax. 













GET YOUR PLAYSTATION AT THE 
64 BIT SYSTEM HE ADQUARTERS! 





































VISIT THE 
DIE HARD STORE 
NEAR YOU! 



PLEASE INCLUDE YOUR PHONE NUMBER! 


[SUBJECTTO I 


AWESOME GAME MUSIC CD’S 
FROM JAPAN! 


For Fast Overnight Delivery Call 


818 - 865-2599 


OR FAX YOUR ORDER: (I 18) 865-2595 


C.O.D.s WELCOME 


AVAILABLE NOW. 

SPACE HARRIER: $69.99 STAR WARS: $64.99 

DOOM: $69.99 COSMIC CARNAGE: CALL 

SUPER M0T0CR0SS: $69.99 METAL HEAD: CALL 


AVAILABLE NOW... 
SEGA’S 


(Mail order service not 
available at the follow¬ 
ing locations) 

Die Hard Game Club 
948 W. Dundee Rd. 
Arlington Hts., 1L 60004 
(708) 253-GAME 

Die Hard Game Club 
343 Coliseum Ave. 

Nashua, NH 03063 
(603) 881-8884 

Die Hard Game Club 
3035 Walton Blvd. 

Auburn Hills, MI 48326 
(810) 340-8808 

Die Hard Game Club 
8356 Mills Dr. 

Town & Country Center 
Miami, FL 33183 
(305)271-7197 

Die Hard Game Club 
9105 No. Division 
Spokane, WA 99218 
(509) 468-4246 

Die Hard Game Club 
Ventura Mall 

Perryville Rd. & Walton Dr. 
Rockford, 1L 
(815)395-1123 

Die Hard Game Club 
1508 Northern Blvd. 
Manhasset, NY 11508 

Die Hard Game Club 
721 Central Expressway 
Plano, TX 75075 

INDEPENDENTLY OWNED AND 
OPERATED. 

COMING 

SOON: 

Washington D.C. 
South Bend, IN 
St. Louis, MO 


New Orleans, LA 
Chattanooga, TN 
























From a deep cave somewhere in Agoura, it's... 
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Dear Postmeister, 

I'm 14 years old and I think your mag 
rocks. You guys are crazy and know how to 
have tun and that's what video games are 
all about. I’m the owner of a Genesis and I 
love every minute of my all night Madden 
tests with my friends but a few months ago 
I telt the need for POWER so I purchased a 
Sega CD- big mistake I know. I ditched it 
however and purchased a Jag. I’m really 
pleased with it but I have one question. 
Will the Jaguar CD be those lame FMV 
games that are as entertaining as Water 
Polo or will it be a decent add on. I also 
want to know it any RPGs are in the works 
for the Jag? Plus is this Crusader of Centy 
any good for the Genesis. 

By the way I just wanted to tell you that I 
get the same info in other magazines that I 
get in yours. The only difference is your 
info comes about two months earlier than 
those "other” magazines. Your magazine 
is truly the best and I look forward to using 
it as a road map for the 32-Bit generation. 

P.S. I'd love to raid the FMV lab at Sega 
with you. Who in the world plays those 
games? Is the Jaguar gonna fly? How 
much mileage is on your mail truck 
Postmeister? 

I’m outta here, 

Matt Tanner 

Dear Matt, 

l don't think you’ll see any "True Video" 
ca-ca on the Jag CD. The first games 
announced are Blue Lightning. Highlander 
Trilogy, and the amazing ‘BattlemorpIT 
(the sequel to Cybermorph). There are also 
plans for a VR headset sometime in ‘95. 
Crusade of Centy is a great game that I 
highly recommend to anyone who likes the 
Zelda style action-rpg. Using us for 32-bit 
info is a good move, we are making rela¬ 
tionships now that will vault us ahead 
even further. 

I believe the Jag will fly with a small 
but loyal user base. The Jag is a good sec¬ 
ond system to own. However, more games 
by big name developers are needed if the 


system hopes to enter the mainstream. I 
think it's pretty impressive that Atari has 
outsold the 3D0. That tells you something. 
People know that the system is going to 
have some really special games on it. So, 
where are they?! We are all waiting. 

See the guy in line at K-Mart with the 21b. 
bag of Tortilla strips wearing a football jer¬ 
sey with baby stains on it ?-chances are 
he's a big fan of FMV. The used car dealer 
spun the miles back on my four by, so I 
don’t know what the true miles are, got a 
lot of road kill on the bumper though... 

Dear Postmeister, 

I have a real problem with Sega. It's 
about the way they are treating their avid 
supporters in the U.S. of A. Sega really 
pissed me off when they decided to 
release the Saturn in Japan and the 32X in 
the U.S. Why should Sega turn their backs 
on its constant U.S. support by releasing 
the inferior 32X in America and releasing 
the superior Saturn system in a country 
that has never given them much support. 

This type of unfair treatment from Sega 
is not only apparent in hardware, it is also 
rears its ugly head in software as many of 
the better RPGs never get to the U.S. once 
released in Japan (i.e. Monster World 5 
and Ragnisenti). 

P.S. In your opinion which is a more 
superior system the PlayStation or Saturn? 

Thanks, 

T. Rock 

Dear T. Rock, 

I sure got a lot of letters about Sega this 
month! It seems that they have opted to 
back the 32X here in the States as the new 
Genesis, while they believe the Saturn to 
be an enthusiast system, due to its high 
price tag. It will be released later this year 
but will not be Sega's main focus. Whether 
the 32X can stand up to the stiff competi¬ 
tion (the Sony PS and Nintendo Ultra) that 
lies ahead remains to be seen. All three 
systems will be in the same price range (if 
Sony comes in under $300.00) and each 


has it strengths and weaknesses. The PS is 
a great 3D machine but with its slow 
processor and fixed development scheme 
it will be tough to make an impressive 
platformer. It rocks at 3D. Motor Toon is 
the best 3D game I have ever seen! The 
Saturn on the other hand is limited in the 
3D genre, as you can not set coordinates 
for texture mapping. Daytona will most 
likely fall way short of the coin-op. In the 
side scroll dept, however, the Saturn 
rocks. The 32X is perhaps the most devel¬ 
oper friendly of them all with its 68000 and 
2 SH2's but has less than impressive 
sound. The Ultra is great as long as you 
like SGI. Most gamers I know prefer con¬ 
ventional animation. SGI characters can¬ 
not interact with objects as well as an ani¬ 
mated sprite. A 32X with CD sound would 
be hard to beat for the price, but with the 
current sound chip I think the Saturn will 
eclipse it. Sega will have to lower the 
price tag and compete with Saturn, and at 
the same time abandon FMV and get back 
that old mentality that put them in front, 
otherwise I feel Sony, with their amazing 
marketing power and impressive 3D 
machine will run away, along with 
Nintendo and their $250.00 power house. 
Hey, Sega has an infommercial... that is 
scary, REALLY SCARY! Have you seen it? 
Man, is that painful or what? It surely is a 
crime that Sega has opted to try and draw 
the mass market and turned there backs 
on the import RPG and gaming enthusiast 
in general. Beyond Oasis and PS4 are nice 
Band-Aids but so many other games have 
been left by the way side that would have 
normally come out. I hope they reconsider. 
Wouldn't it be more beneficial to please 
the gamers who put them where they are, 
rather than roll the dice with the non¬ 
gamer? I think so, and obviously so do a 
lot of you. I cannot believe how many of 
you wrote in as soon as I brought up the 
whole FMV thing! People who have never 
written to a game mag are chiming in left 
and right. I guess I hit a nerve. Well, that’s 
what I’m here for. Keep 'em coming! 


Dear Diehards, 

l think it’s great that DHGF has come as 
far as it has in a mere 2 years! Not many 
publications start off at a pinnacle-they 
usually reach a pinnacle after a while, if 
they do things right-but you guys started at 
the top and have stayed there! I hope sales 
reflect this. 

Have you noticed the lame-ass scores 
EGM has been giving Sega games lately? I 
know they’d deny it, but it sure seems like 
they’ve been Sega-bashing lately. I can’t 
understand why they referred to ZERO TOL¬ 
ERANCE as “old hat” (I believe it was 
Mega Play). I’ve also been dumbfounded 
by the low scores ZT has received from 
other mags. Personally, I thought the game 
was just awesome? Over 100 levels! How 
do they do it?! In fact, I was flabbergasted 
by the mechanics of the game. All these 
years we’ve been hearing that the Genesis 
is not capable ot scaling & rotation 
(except as programmed thru software). If 
that’s so, how can the machine play a 
game such as ZT? Do you have the 
answer? 

I was shocked to read (in Postmeister’s 
column) that Sony canceled FUNK. Are 
you positive? Because I’ve seen the cover 
art, and they’ve obviously designed the 
box and everything. If they really don’t 
release this title, can we get it as an 
import from somewhere? Or will another 
company release it? 

Is it true (as Video Games states) that 
the 32X is not a true 32-bit system? I 
bought it the day if came out, not because 
of the 3 initial games that were released, 
but because of the awesome-looking titles 
that will be coming out for it later, (Did you 
see those incredible pix from SONIC 32X 
that appeared in Game Players?) I couldn’t 
believe Sega released DOOM without a 
save function! Idiots!! 

It looks like PHANTASY STAR 4 is just 
around the corner, and I can’t wait! Too 
bad Sega thinks there’s no market for good 
RPGs. (But if they really think that, why 
even bother releasing PS4?) If they had 
promoted LANDSTALKER in the way they 
promote games like TAZ 2 and SONIC & 
KNUCKLES, they really would see better 
sales in the RPG category. I’m so happy 
that Atlus decided to release RAGNI 
SENTI? Now, if we can just get someone to 
bring over FHEY AREA and AISLE LORD, 
which I still marvel at whenever I look at 
the pix that you guys printed in a very 
early issue. I wrote Working Designs about 
it, but they think those two titles are “too 
old” to bring out now. What!? Maybe you 
guys can convince ‘em. 

Hey, what’s going on in your editorial 
offices there? Howcum Nick Rox is writing 



almost the whole damn mag? He’s a 
decent writer, but I’ve come to rely on 
Storm’s reviews, because he has almost 
exactly the same tastes in games as I do! 
(Platformers & RPG.) Storm has hardly 
written a thing in the last 2 issues! And 
what happened to his Import Preview 
pages which used to appear in both the 
Sega & SNES sections? For that matter, 
whatever happened to his RPG special fea¬ 
tures, which used to appear semi-regular- 
ly? 

I think DONKEY KONG COUNTRY is a 
decent game, hut it’s way too overrated. 
Hell, Sega used 3-D rendering in the last 2 
Sonic games! (Granted, it was only for the 
main characters, but still...) 

Happy Holidays! 

R.l. Palmer 

Dear R.l. Palmer, 

Thanks for the Accolades! We really 
appreciate every letter, whether I print ‘em 
or not, EVERYONE reads ‘em, and after not 
sleeping for 3-4 days at crunch time (when 
I sneak in and write this section) they real¬ 
ly help keep everyone going. I read them 
out loud all the time, thank you! First I 
must answer your question regarding 
E.Storm. I showed him this letter and he 
feels really bad. The fact is that he’s going 
through a lot of changes lately. The whole 
Sega RPG thing died, and he’s busy figur¬ 
ing out what direction he’s going to take in 
the future. He's given a lot of his work to 
the new guy (Nick) who he thinks is a 
great writer. I know that Storm is working 
on a huge Lunar 2 feature and at the same 
time reveling in Clockwork Knight and 
Motor Toon GP. He promises to be back in 
full swing very soon. I think the game that 
he’s really looking for to rekindle his 
excitement is Arc the Lad on the PS. I hope 
it's everything he's hoping for. He is work¬ 
ing closely with Nick on PS4 and Beyond 
Oasis and hopes you like the past cover¬ 
age and what is yet to come on both titles. 
Buy the way, he has spoken to Victor at 
WD about both Wolfteam RPGs and unfor¬ 
tunately neither will he coming out. We 
totally understand. It’s a lot of work con¬ 
verting RPGs and these are dated com¬ 
pared to what is coming. 

As for the 32X not being a true 32bit... 
that is utter nonsense! It has two SH2’s 
processors! Need I say more? We were 
visited by Scavenger yesterday and they 
showed us stuff on the 32X that beats a lot 
of PS and Saturn stuff! That little sucker 
can whale! Wait a year and then talk to 
me about the 32X. It’s been out what, for a 
couple of months? Everyone knows it 
takes a year to make a good game. Of 




course the sound will never be up to snuff, 
but in the graphics dept, the 32X has the 
goods. As tar as Flink is concerned, the 
last we heard is that Sony dumped it. We 
received a joyous CD version from Vic- 
Tokai which we reviewed last month, but 
the cart has disappeared. Maybe Sony is 
reconsidering? We raised quite a fuss, 
maybe they’re listening. By the way, GOOD 
NEWS! Climax has announced Landstalker 
2 for the Saturn! I hope Sega realizes what 
they have this time. Landstalker is a leg¬ 
end here at GF. Thanks for the great letter 
pal, hope to hear from you again soon. 

P.S. Zero Tolerance was a cool game. 
Especially if you’re into dungeons... heck, I 
LIVE IN ONE! 

See you all next month! 

-The Postmeister 
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HEY, Welcome to the wall. It’s just waiting to be splattered with your art. No longer are you restricted to just plain old envelopes to use as 
your canvas. If you’re more comfortable drawing on paper or cardboard or rice paper, or WHATEVER... Just go nuts (as long as you keep 
it around 81/2”x11”). So keep that original artwork coming in, and maybe you too will win an original ink board from "THE ADVEN¬ 
TURES OF MONITAUR" Comic book signed by yours truly. Let’s show those other mags who the real artists are. 



Scott McMahon from Croton on Hudsun, NY 
bestows upon us this surreal fighting col¬ 
lage. Hey, this is better than Sega box art! 


Dawn Dura from Brighton, Ml thinks it’s 
funny that these hiena’s are about to 
become lunch. You know what? It is! 


Cristian Costescu Garden Grove, CA. 
Hey, funny face, you wouldn’t happen to 
_ T - !- have a ma P on y° u ’ wou| d ya’? 

hor 15, Aaron Thornhill Congratulations Aaron, you win! Hey, you 
of Tulsa, OK has a good wouldn’t by any chance have her phone 
idea of how to sooth number, would ya’? 
the savage beast! Your own special ink board is on the way! 


Sean G. Anderson 
Toronto, CA 
They sure look 
happy... I wonder if 
they see that guy 
behind them? 


Nik Fournier 
Manchester, NH 
“So the movie 
bombed, I swiped 
this neat-o cos¬ 
tume-look Kim, IT 
the boogie man!” 


Wesley Stafford 
Gulfport, MS 
Whoa, SD Guile i 
gettin’ poisonal. 


What do you want from your 
gome dealer? You wont a 
wide selection. You want fast 
delivery. And you want 
friendly people who know 
games. That's why 
Gameware Express is here. 

We can ship overnight for just 
$6. No hidde^sjlgOfifs® 

assisted by ourales staff of 
game enthusiasts, whlare 
hapfjto lip find juithjjl 




Anywhere. Do 
with anyone el! 
first stop Game 
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/ ™Sun Corporation of America. 

' © 1994 Sun Corporation of America. 

AH Rights Reserved. LOONEY TUNES, 

' characters, names, and all related 
I indicia are trademarks of Warner Bros. 1 
© 1994. Nintendo, Super Nintendo 
Entertainment System, Game Boy and 
the Official Seals are registered 












16 megs of rugged adventure and non 
i action with smooth animation and full-: 
'moyie-sequentes. , 


The stakes are high. 

And your crew is one bunch of 
hard-core head cases. 
Altogether, the odds stink. 

• < S- re to consider the alternatives? 
There aren’t any. 

-See you in the RED ZONE. 


This is the price of failure. 









